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THE PASADENA CENTER, 300 EAST GREEN ST. 
PASADENA CALIFORNIA 

September 10. 11 & 12. 1993 
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price includes seminars. 
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Pasadena, CA 91101. For resen/ations call (818) 792-2727 and 
request World of Commodore Amiga show rate of $85 single or 
double. Deadline August 7, 1993. 

For more show information, phone (416) 285-5950. 
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IMAGEFX 



TRULY INTEGRATED IMAGE PROCESSING...A REALITY, 

HERE AND NOW 



The concept is simple; ImageFXis the only Image Piocessing 
package that you will ever need. Period. 

Some Image Processing packages make a 
lot of promises, but end up making you do 
all the work— as they work on your pocket- 
book! But not ImageFX from GVP; we've 
done it right the first time, saving you time and money. 

The way we see it, "Professional" means Truly Integrated. 
That's why ImageFX gives you everything up front. We 
wouldn't think of doing it any other way! Observe: 




REAtURE 


IMAGEFX PRICE 


ADPRO ' PRICE 


Image processing 


$ 249.95 


$ 299.00 


Morphlng 


Incluiled 


$ 295.00 


"RroConvKslonPai*" 


Included 


$ 90.00 


Epson Scanning 


Included 


S 200.00 



TOTALS 



S 249.95* 



$884.00* 



We could have stopped there, but Image Processing is serious 
business, and serious business calls for value and power, so 
ImageFX holds nothing back. You won't find any other Image 
Processing software with these integrated features: 



JX-100 Scanning 

Virtual Memory 

Complete Painting Tools 

Real-time WYSIWYG Preview 

Dual Image Buffers [T 

Alpha Channel [7 

Undo & Redo ^ 



Regionafized Processing ... 

Edge Featlieting 

Brush Handling 

Color Transparencies 

Separate RGB Masiang [7 

CIMY/HSV Operation [g 

YUV/YIQ Operation g 



CINEMORPH 

INCLUDED 

FREE 



HGVP 




Perhaps other Image Processing packages will someday catch 
on to the power and flexibility of ImageFX. However, if you're 
serious now about Image Processing, you need the software that 
was born ready. No limitations. No costly additions! 

ImageFX is Truly Integrated Image Processing. .. o reality 
here and now! 



GREAT VALLEY PRODUCTS, INC.* 600 CLARK AVENUE, KING Of PRUSSIA, PA 19406 USA 

PHONE 213'337.S770 • FAX 215037'9922 

■ [.isl puces aid lealuJK ate based on inlormation published in AraigaWorld, Way 1993. and aie suOjecl ro change. 
ImageFX ana CineMaipli ate liadcmarl.s of Great Valley Products. Inc. ADPro \i a tradeniark of ASDC Inc Am^ 
IS a registered Irademark ci ComtTyod&re-Amiga, Inc. AmigaWofld is a piiblicalion o! TechWedia Publrshng. an 
IDG Compani'. el 993 Great Valley Products, Ire. 
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A. AMIGA'- — THE VIDEOGRAPHER'S VIDEO-MAKiNG COMPUTER, FOR ANIMATION. GRAPHICS. CHARACTER GENERATION, AUDIO, ETC. 




THE Building Blocks of Beher Video 



G-Lock" Makes Your Video Connections With: 

• Genlock fcatuics for crisp overlays of scrolling, or static titles, 
graphics over live video and recording to videotape with high 
quality results. 

• Simple, intuitive mouse-driven software control panels. Full 
ARexx, CLI interfaces and Workbench interfaces. 

• Software selection of 2 composite video inputs or 1 Y/C 
(S-Video) input. 

• Software selection or mixing of 2 audio inputs with bass and 
treble control. 

• Software-driven video processing amplifier, (proc amp) offering 
complete real-time signal processing control, including hue, 
brightness, saturation and more. 

• Software-controlled RGB color splitter compatible with video 
digitizers like Newtek's Digi-Vicw"'. 

• Built-in transcoder converts input video to composite, Y/C, 
RGB or YUV outputs. 

• Full ECS/AGA support for full compatibility with new A1200 
and A4000 systems! 

• Compatible with popular titling software like AmigaVision™, 
Scala-Multimcdia 200'^' and Gold Disk's Video Director™. 

• Separate versions available for standards around the world. 
Compatible with NTSC, PAL and SECAM. 




Video: A Cut Above 

G-Lock's six video control 
panels enable you to perform 
a wide array of special effects 
on still or motion video 
including ... 

► Colorizing for unique visual 
effects. 

► Creating your own "classic" 
black and white videos using the Colorkill feature 

► Color filter effects. 

► High-quality keying effects with bitplane or 
chroma keying, 

► Manual or automatic (ARexx triggered) lades 
and cuts. 

Audio: Sound Designs 

G-Lock's dual-input audio panel switches, mixes and shapes 
sound for effects such as ... 

► Combining stereo channels or separate inputs without a "Y" adaptor. 

► Treble and bass equalization. 

► Plus, add DSS8 or any Amiga created/modified digital audio 
samples to your final mix! 

Professional video processing + audio processing + a powerful 
but simple interface + creative special effects, make 
G-Lock the cornerstone of your multimedia productions! 






For more tnformalion or your nearest CVP dealer phone 215'337-B770 ~'^^^'\ fW% 
For technical information, phone 213'J37-9495 ~^^J W 1 ; 



; CSEAT VALLEY PRODUCTS, INC.-bOO ClARK AVENUE, KING OF PRUSSIA, FA 19406 USA 
' PHONE 2i;-337-8770 • FAX 215-337-9922 
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Amiga CD" 

Aside from its importnncc to Commo- 
dore .IS a new Amiga, CD"'- is important for 
the teclinology tliat it brings to tlie market- 
place. Double-speed CD-ROM, AA Chip set, 
32-bit technology. Full Motion Video, MPEG, 
and an expansion port that promises a whole 
iot more, are all indications of an advance- 
ment in technology and new capability hi the 
consumer market. 

Howe\'er, Commodore's announcement 
of the new Amiga CD'- was rocci\'ed with 
some timidity bv Amiga users and develop- 
ers. Tliey remember the highly promoted 
CDTV and the apparent lack of support and 
sales. They either blame Commodore for not 
marketing CDTV more aggressively, the 
economy for being too sluggish to respond to 
the new technologv, or the new technology 
for being too neu'. The truth lies somewhere 
in the middle. 

A combination of Ihe Gulf War, con- 
sumer resistance, and a lackluster showing 
by CBM is probably the cause. While CDTV 
was only modestly known in North America, 
CDTV did it,'^ best in Europe and most pre- 
dominantly in the UK. So CBM decided to 
unveii Amiga CD'- on July 16, |y')3 at the 
Science Museum in London. The North 
American introduction is not scheduled until 
the Pasadena World of Commodore, Septem- 
ber 10-12. 

CD" Appiicaiions 

CD'- is both inexpensive (current pric- 
ing is £299 in the UK, while .American pricing 
should be "less than S40D") and \'crsatile. 
CD'- is a condensed Amiga 1200. CD"-'s rear 
expansion port allows access and expand- 
ability in almost every area the Amiga al- 
ready occupies. From video to graphics, CD'- 
can be accelerated, enhanced, and reshaped 
into almost any configuration. Instead of a 
simple game machine. Commodore has given 
us a low-cost Amiga engine. An engine for 
almost anv need from kiosk displays to black 
box controllers. 

Aside from installing Amiga engines i^ 
a host of new products, CD'- will spau'n a few 



\ EDITORIAL coin 

The Search For CD^s 



markets as a consumer device. Vidca Crentor, 
produced by Almathera, is an excellent ex- 
ample. Video Creator is a CD package de- 
signed to create music videos from a library 
of video images and animations (not live 
video or tape) using special effects. 

Recently, Philips, Sony, JVC, Matsushita, 
Paramount Home Video, and Commodore 
signed an agreement lor a worldwide stan- 
dard of linear full motion \'ideo termed .Video 
CD. 5 1/4-inch CDs will now run up to 74 
minutes of standard video and audio. This is 
the foundation of a new and dramatic enter- 
tainment industry. When implemented, Video 
CD could easily replace today's CDs, While 
today's audio CDs can be played on CD'- and 
other Video CD plajers. Video CD will not 
work on audio CD players. But Video CD 
allows both CD-quality audio and Laser Disc- 
quality video on a standard CD-size disk. If 
enough consumers demand the Video CD 
format, it could easilv make today's CDs and 
players as extinct as yesterday's long-playing 
records. 

Video CD on CD'- requires the optional 
MPEG module (suggested retail will be un- 
der S3t)0), Commodore's earl v entry with this 
standard could easily make them the domi- 
nate force. 

Yet, North America is the precJominate 
supplier of music videos and other fi!m 
entertaiment. If Commodore does not fully 
support CD"'- in the U.S. markets, wiil film 
and recording people look to CD^- or another 
platform? Without North American support, 
can Commodore hope to bring about the full 
realization of CD-'-? This all reminds me of a 
story I heard a long time ago. 

The Art of Searching 

Mr. Jones was walking home late one 
night, when he saw liis neighbor. Herb, crawl- 
ing along the sidewalk searching the ground 
u nder the corner stree 1 1 i gh t. Mr. Jones called, 
"Herb, what's wrong?" 

Herb looked up from his position on the 
sidewalk and said, "1 was almost home when 
1 dropped m}' keys and now 1 can't seem to 
find 'em." 

Mr. Jones began searching the sidewalk 
to help his neighbor. Tlie lone street lamp 
they were Lmder brightly illuminated the 
ground, but Mr. Jones did not see the keys 
an\"l^•here, After se\-eral minutes, Mr, Jones 
asked, "Herb, exactly ivhere were you when 
you dropped voiir ke\'s?" 

Herb looked up once again from the 
sidewalk, " I \vas just over there," He raised 
one hand and pointed to a spot about tiventy 
feet from where they were. 



Mr. Jones kxiked at the spot and then 
looked at Herb, "Then why are you searching 
here?" 

Herb answered with some irritation, 
"Because the light is much better here." 

Within The Light 

Commodore International has picked 
the UK as their primary focus for CD^-, or at 
least its introduction. They have done so be- 
cause of the limited success of CDTV by UK 
users. Unfortunately, this level of success has 
not spawned the quantity and depth of soft- 
ware required to call CDTV a success. Al- 
though the sales levels have maintained some 
interest by UK developers, it has not brought 
unqualified support from the entire market. 
.Vlo.st developers from other countries have 
adopted a wait-and-see attitude on CD'-. 

Two factors are squarel)' in 
Commodore's favor, CD"'- is priced signifi- 
cantly lower than CDTV, and CD'= has ad- 
\anced capabilities currently unavailable on 
anv other platform. This could mean a signifi- 
cant increase in the number of CD"'-s sold as 
compared to CD I'Vs. 

One factor is squarely in the negati\e. If 
Commodore does not convince developers 
around the world that CD''- is n significant 
platform that deserves support, they will not 
attain the level of software needed to drive 
the CD'= market, 

Most developers view their markets on 
what they can see around them. If U.S. de\'el- 
opers do not recognize CD^- as a household 
word, they U'ill continue to develop for those 
machines they do recogni/.e. 

Commodore International may base 
their decision on where to supply CD'- hy the 
number of successful CDTV dealer outlets, 
chains, etc. in each sales area. Yet, if we have 
learned anything from the 90s, we have 
learned that there are many more ways to sell 
a product in the U.S. than hy massi\'e adver- 
tising and large dealer networks. Commo- 
dore must seek ways to distribute CD'- and 
promote it, so that it does become a house- 
hold word throughout all of their sales areas. 

Commodore has to search for opportu- 
nities where opportunities are and not just 
where the light is best. 




Don Hicks 
Managing Editor 
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PLUS! 



THAT YOU EVER DREAMED AN AUDIO SAMPLER COULD BE... 



We'll say it loud and clear; If you have an Ami$a^, you need 0888+"! 

There's a brand new standard in quality for 8-Iiit audio on the 
Amiga: GVP's DSS8+. We've integrated utterly-unbeatable sound 
with an impressive collection of fean:ires never before fomul in any sainplei. 

You ean shop around to your heart's desire, but you won't find a 
sampler with ckaier sound or more features anywhere at any price 
— why? Because the PLUS in DSS8+ means that we 
took cvciything you expect in a stereo Kiinpler aid added: 
• Now over 255 settings for input gain including 
"Automatic". (No more time ^vasted in calibration 



DlCIXai- SOUND STUDIO 



The PLUS doesn't stop there—it also ghres you... 

• Our renowned full-featuied sample editing and music com- 
position software. 

• A handy Control Panel for independent control of DSS8+'s 
advanced features, allowing full compatibility with almost any 
sampler software available today. 

The best manual in the business with an easy-to- 
follow Digital Sound Tutorial. 
A second diskette overflowing with ready-to-play 
Sound Effects! 



• Over 127 settings for our new Low Pass Filter. (Noise reduction!] 

• Incredibly high Dynamic Range thanks to DSSS-t's DC Offset 
Adjustment. (Now hear this!) 

• Right and Left channel pre-mix so you save precious RAM. |No 
more stereo mix-down!] 

• Hardware Channel Selector for optimum performance with all 
Amigas. (Power to the People!) 

• Separate microphone jack for simultaneous voice-over and music 
recording. IHome Video! I 

• A solid secure fit onto the Amiga for minimal signal loss. (No 
more tiny screwdrivers!) 



=GVP 




DSS8-f is the essential audio peripheral for everyone from begin- 
ners to digital sound veterans. In other words, DSS8-^ is for anyone 
interested in a fun and simple-to-use tool for sound and music. It's 
perfect for jazzing up MultiMedia presentations created with Scala", 
Helm ', CanDo", MediaLink ', or Amiga Vision". 
The PLUS also means Positively Affordable 

In addition to being the best value in sound, DSS8+ now allows 
you to benefit from an unequalled offer. For a limited time, you can 
send in your old sampler and receive a generous discount on a new 
DSS8+. Call GVP right away for details. 

Me it from your ears, get the PLUS—DSS8+! 



GREAT VAltEV PRODUQS, INC. • 600 CURK AVENUE • KING OF PRUSSIA, PA 19J06 • USA 

PHONE m-m'SnO • fax 215-33--9922 

DSSe+ IS a traflematk ol GreaT Valley Produels Iflc Aitltga is a rtflislered Iradsmarft ol Commodore-Amiga. Inc tlartjo 
IS a irademsifc of Inovalromcs, Inc. Scaia (S a Irademart ol Scaia, JiK. Media Linic is a IfaflefnarK ol Acliva Inttnialionil. 
Helm is a Irademarlt of Eagle Tree Sotlware. Inc. Am^a Vision isa Irademarkol Commodore Intemabonaf, Ltd. 
31 993 Great Valley Products. Ir^C- 
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A1200 SCSI Kit 

GVP announces Ihe launch of an 
external SCSI Kit add-on for its 
A1200SCSI/RAM+— thefirstSCSI 
drive interface for the A1200. The 
external SCSI Kit opens a whole 
new world to A120tl SCSl/RAM-f 
owners, one filled with SyQuest 
drives, Ricoh Drives, Magneto- 
Optical drives. Tape dri\'es, CD- 
ROM drh'es, and more. This ne^v 
ki t enables Al 200 owners to a ttach 
up tosevenSCSI devices to expand 
theirstorage to its maximum, CriVT/ 
VaWexj Products, 600 CkrkAvL'. , King 
of Prussia, PA 1 9406, {21 5) 33 7-8770. 
Inquiiy #200 

AlfaRAM 1200 

The AlfaRA-M 1200 (S249.95) inte- 
grales32-bitRAMwhich isconve- 
nientlv expandable to 5MB or9MB 
using industrj-standard 1MX4ZIP 
RAiVIs at 80ns or faster. The 
AlfaRAM comes ready with 1MB 
of RAM installed. The AlfaRAM 
board offers real-time batter 
backcd-up clock, auto-config with 
zero wait states, and 10070 com- 
patibilit)'. There is an option to 
install a FPU and oscillator to in- 
crease performance. 
The product ships with an extra 
1MB of 32-bit RAM installed. This 
allows users a more economical 
upgrade path. 

E\'ery AlfaRAM 1200 comes with 
SETMM1200sofhvare specifically 
designed to allow you to configure 
and test the RAM card. AlfnData, 
P.O. Box 6990, Chimiprngih IL61S21, 
(217) 356-1 962. Inqiiin/ #201 

Aminet CDROM 

The Aminet CDROM contains 
thousands of Amiga programs 
from the Aminet Internet Archive. 



Thisdisc contains nearly 600.MB of 
soft^vare. The thousands of appli- 
cations include GNU prograrns 
such as the GNU ANSI C/C-h+ 
compiler, the GDB symbolic 
debugger, GNU Emacs, the 
Ghostscript previewcr, and GNU 
Chess. The Aminet collection is 
global in scope, containing many 
programs from North .America, 
Europe, and elsewhere. There is a 
huge libra ry of programming tools, 
technical documents and other 
software for developers. This 
CDROM contains hundreds of 
demos of commercial software, so 
you can try before you buy. W(!/»J(( 
CrcfA- CDKOA-1, 4041 Pike Umc. Sic. 
£, Concord, CA 94520. Inquiry n202 
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AMOS Professional 
Compiler 

Following the success of AMOS 
Professional last year, Europress 
Software has announced the long- 
awaited arrival of AMOS Profes- 
sional Compiler. Thisupdated and 
considerably improved version of 
the original AMOS Compiler, 
which came out in the summer of 
199 1 , contains200 more com mands 
than the original version. They are 
all designed to simplify the com- 
piling of programs created with 
A.MOS, Easy AMOS, and AMOS 



ProfeS-sionai. Europri's.^ Soft'Mrrc, 
Etirop House, AiiUiigtoii Park, 
MncclL-sficUi SKIO 4NP, (Oil) 44- 
625-S79962. Inquiry #203 

Bernoulli IVIultiDisk 150 

Offering 150MB of storage capac- 
ity, the MultiDisk 150 offers more 
storage than any other magnetic 
removable disk dri\-c and places 
the Bernoulli drive within the ca- 
pacity range of optica I d rives. The 
improved performance levels 
match those of a hard drive; it has 
an 1 8msec effective access time and 
5iVlB transfer rate. The 1 50MB Ber- 
noulli introduces the concept of 
MultiDisk — the right capacity for 
the right job and price. The 
MultiDisk 150 reads and writes 
disks in four si/:es: 35MB, 65MB, 
105MB, and 150MB. Iomega Corpo- 
ration. 1821 IVcsJ 4000 Soiilli, Roi/. 
LIT 84067, (800) 777-6179. Inquiry 
#204 

The Box 150 

With 18ms access and built-in 
read/write cache. The Box is as 
fast as most hard drives and up to 
three times faster than competi- 
ti\-e removable rigid drives. Full 
SCSI 2 allows immediate connect 
to all Amiga SCSI computers. 
Available as Insider version for 
Amiga 4000 and tower applica- 
tions, or fully Transportable ver- 
sion for ultimate versatility. For 
more information call: (800) 
4THEBOX. Iomega Corporation, 
1821 West 4000 Souttt, Roy, UT 
84067, (800) 777-6179. Inquiry ii205 

"Diner" Object Set for 
Imagine 

Terra Nova Development has re- 
leased Volume One of its Designer 
Objects series of 3-D models. This 
first volume, "Diner," is a three- 




disk set of tibjects for Imagine. The 
Diner set ($47.50) includes a vari- 
ety of objects that together build a 
complete diner of the early 1950's, 
including a jukebox, counter, 
booths, a pay telephone, dishes, 
cups, and more. In many cases 
there are both lii-res and lo-res 
versions of objects so that artists 
can optimize their scenes for ei- 
ther image quality or speedy ren- 
dering. Terra Nova Devehpmeut, 
P.O. Box 2202, Vcuturn, CA 93002, 
(805) 652-0531. Inquiry #206 

Dinomatti 

Achieve, Inc. announced its ueu- 
educational software program: 
Dinomath. Dinomath(S39.95) will 
assist ch i Id ren ages 3 to 10 in learn- 
ing the most basic math skills 
which will serve as the foundation 
for all subsequent mnthemntics 
understanding. Addition, subtrac- 
tion, multiplication, and division 
are each co\-ered in a drill and 
practice format. With each correct 
answer, students come one step 
closer to transforming a fossil into 
a live dinosaur. Also, the game 
portion of the program gives stu- 
dents a chance to sharpen their 
math skills through an interactive 
learning game. Achiah', Ine., P.O. 
Box 821313, Dallas, TX 75382-1313. 
(219> 836-9080. Inquiry #207 

PEGGER 

PEGGER (S95) isa fully integrated 
JPEG utility based on the com- 
pression algorithm. PEGGER al- 
lows programs that don't support 
JPEG images to work automati- 
cally with them. Everything from 
3-D animation systems to graphic 
and multi-media programsgreatly 
benefit from the enormous sav- 
ings in hard drive space. PEGGERs 
"Snoop" capability' automates the 
JPEG processing for prcigrams that 
don't support JPEG. Designed to 
run in the background, and when 
idle, uses few system resources. 
Even if vour computer were to 
crash while PEGGER was process- 
ing files, when restarted, PEGGER 
will continue processing the files 
where it was interrupted. Heifncr 
Co)niniinications,hic.4451-70 Drive 
NW, Colunihia. MO 65202, (800) 
U5-6164. Inquiry #208 
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The Toaster System Integrator. 




T-Rexx Professional is a highly 
integrated ARexx script generation 
environment with powerful tools 
specifically designed for the NewTelt 
Video Toaster. T-Rexx can also 
automate tlie functions of 11 otlier 
important products, and, because it is 
completely user configurable, you can 
add support for the products of your 
choice. 

Benefits 

Create sophisticated scripts 
without any knowledge of ARexx. 

You simply point and click. T-Rexx 
even displays your scripts in plain 
English! 

All T-Rexx tools are connected 
together creating a fully integrated 
system. You need learn only one user 
interface to master every aspect of 
T-Rexx Professional. 

You can quickly and easily manage 
large quantities of Toaster Framestore 
images. Convert Framestores to 
and from RGB (in full color and 
fidelity) without requiring a Toaster. 

You can create your own 
ActionFX and OrganicFX to 
produce custom results for your 
demanding clients. Using T-Rexx's 
special effects processing, dozens of 
new FX can be created from a single 
source. 

You can create and modify 
Toaster projects creating exactly the 
configuration which best meets your 
needs. 

Develop scripts in a fraction of the 
time it used (o take using T-Rexx's 
unique Real Time Mode. You can 
test your scripts as you write them, 
alerting you to any mistakes instantly. 

Using one consistent, easy-to- 
leam user interface, you can 
control any program that is ARexx 
compatible or any device that can 



accept commands via a serial or 
parallel port. Your entire studio, not 
just your Toaster, can be controlled by 
T-Rexx giving you more time for 
producing results instead of hunting 
for solutions. 

Includes support for the following 
products: Amilink, Art Department 
Professional, BCD.2000A DQ-Taco, 
MediaPhile, MorphPlus, PC-VCR, 
Personal SFC 11, Personal TBC III, 
Pkel 3D, SunRize Studio 16 and 
VISCA. 

T-Rexx allows you to create 
interactive or automated 
multimedia presentations by 

linking the Video Toaster to other 
hardware and software products. 
T-Rexx's ability to be synchronized to 
events from the GPI, serial port, 
parallel port, keyboard, ARexx or 
timer means you've got the widest 
array of opdons available for your 
creative use. T-Rexx can even 
automate the recording of your 
finished presentation (including 
audio) onto video tape or single frame 
recorders. 

T-Rexx provides powerful batch 
processing tools which save you 
time and disk space. Process 

images as they're produced 
automatically, without having to store 
intermediate results. 




Your script is shown in plain English on T-Rexx 
Professional's main screen. 




Framestores can be converted to/from RGB, 
previewed and organized using FramestoreFXL 




T-Rexx helps you get the most of your system 
investment because an integrated system is 
greater than the sum of its parts. T-Rexx 
Professional is the Toaster System 
Integrator! 



AS 



The following namt^ are (rarfciiiiirks or registt'red i Ride marks urilie indicated compafik-s: TRt-xx Professional, 
MurphPlus, Framcskirt'l'M, [jKlitT\'. ShareFX, and Art ]k'p;irtiiienl Profesaoiial: ASIKi [[icorporaled, ARexx: Wisliful 
TTiliikinfi Development Coq;., Dl-Iilil' FainU Eleclroiiic Ms, Brilliance: Digital Creations, Inc., Amiga: Commodore- 
Amiga. Inc.. Video Toask-r. Toaster, ToasterPainL and LigluWavL' 3D: NewTek Incorporated, Other trademarks are llie 
property of their respeitive holders. The \1deo Toas^or Logo is copyrighted by Newtek Incorporated and is used with 
permission. CopjTifrht C 1993 by ASDG Incorporated 



925 Stewart Street Madison. Wl 53713 
608/273-6585 

T-Rexx Professional is backed by ASDG, a 

solid company prowling innovative products and 
quality customer support since 1986. 
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Pro Fills Volume 3 

JEK Graphics is proud to announce 
the release of Pro Fills Volume 3 
CSi9.95) for the Amiga, Pro Fills 
Volume 3 isa powerful stand-alone 
appliealion for creating full color 
overscan bnckgrtjund screens for 
use with any Amiga IFF applica- 
tion. Over 1 2,000 backgrounds can 
be created instantly from a selec- 
tion of 139 patterns and textures 
and 87 different palettes which 
include 27 AGA palettes designed 
for24-bitapplications. The manual 
includes professional tips, illus- 
trated tutorials, and printed ex- 
amples of each pattern and tex- 
ture. Pro Fills is compatible with 
all known Amiga graphics 
software including The Video 
Toaster, DCTV, and DekixePaint 
IV. jEK Craphki, I2I03 Sou7/r 
Brookhurst St., Sle. £-125, Garden 
Grove, CA 92642-3065, (714) 530- 
7603. hiquinj #209 

Rainbow III 

The Rainbow III ($2299) is a pou'- 
erful graphic board for all Amigas 
with a 32-bit Zorro lli bus. Its state- 
of-the-art video controller permi ts 
to program display resolution and 
color depth depending on Ihe ap- 
plication. By supporting the Zorro 
in bus, the board offers enougli 
performance to satisfy the re- 
quirements of fastidious applica- 
tions. Thanks lo the included FGS 
library system, a lot of applications 
are already available today, and 
porting existing soft^vare to the 
graphic board is simplified by 
Amiga-compatible function li- 
braries. The combination of high, 
flicker-free resolutions and the in- 
cluded Intuition driver make the 
Rainbow Ilia dedicated tool in the 
domain of DTP and CAD. .Also, by 
providing true-color graphics ca- 
pabilities, the Rainbow 111 offers 



the solution for high-quality im- 
ago processing. Ai:tira Intcnin- 
IhiiDl. PO Box 23260, 1100 DT 
Amstcrdnm Ztiidoost, The Netlier- 
hiiids. (Oil) 312-0691-1914. Inquiry 
#210 

Rainbow III & Rainbow 
VideoLayer 

The Rainbow 11! and the Rainbou- 
VideoLayer come with a complete 
software package. This Enhanced 
graphics system incorporates a 
windowing system that presents 
the user of EGS programs with a 
comfortable graphical user inter- 
face. By using the Intuition driver 
it is possible to use AmigaDOS 
2.X/3.X programs that run on the 
Workbench with hi-res, flicker-free 
displays. The package includes 
twopnintprograms — TVPaintand 
PAINTER— as well as DIA, a 
powerful slideshow program. 
Actkm Inlfnintkviitl, PO Bo.x 23260. 
1100 DT Atufterdnw Zuidoosl, The 
Netherlands, (Oil) 312-0691-1914. 
Inquiry it2n 

Rainbow VideoLayer 

The Rainboiv VideoLayer is the 
answer to the questions of many 
customers for pov\'erful graphic 
board in the domain of video and 
animation. With its .^miga-com- 
patible \'ideo output, the board 
provides a link to existing external 
genlocks and other video equip- 
ment. The VideoLayer also comes 
with the EGS library system. By 
this means, it is possible to drive 
several graphic boards simulta- 
neously in o[le host computer. The 
Linique feature of the Rainbow 
VideoLayer is this layering system: 
the graphic output of S lo 24 bit is 
completed bv 4-bit Amiga overla\'. 
Activn Interimtioiial, PO Bo.x 23260. 
1100 DT Ainsterdiwt Zuidoosl , The 
Netherlands. (OU) 312-0691-1914. 
htijuin/ U212 

RPaint 

Megage.M is pleased to announce 
the release of RPaint (S79.95), a 
full-featured paint program witli 
full ARexx capabilities. RPaint 
supports the fiill range of Amiga 
ECS graphics modes ivith the ex- 
ception of 1-lAM. RPainl's high- 
speed ARexx support lets you cre- 
ate real-time animated graphics 



and text for presentations and seam- 
less integration with other 
Amiga ARexx applications such as 
BarPro, AmigaVision,and many more 
Amiga .ARexx-compatiblepacknges. 
RPaint is a highly flexible paint 
package whether ii is used inter- 
actively orby programmed control. 
MegageM, 1903 Adria, Santa Marin. 
CA 93454, (S05) 349-1104. Inquiry 

ni3 

Scenery Anirrvator 4.0 

Natural Graphics has released 
Scenery Animator 4.0 (S99.95), a 
major upgrade to the previous 
^■ersion. It is a po\verful Amiga 3- 
D program that renders and ani- 
mates real-world and imaginary 
fractal landscapes. The soft\vare 
uses data from the U.S. Geological 
Sur\-ey to photorealistically recre- 
ate landscape scenes, complete 
with trees, clouds, lakes, oceans, 
and sno\v. 

A major new feature is the ability 
to import, position, and render 3- 
Dobjects in landscape scenes. Once 
loaded, the objects may be posi- 
tioned by simplv clicking over a 
map of the landscape. The new 
software with rotate, re-size, and 
animate 3-D objects. Several ready- 
to-use objects are included with 
the program. Natural Crnplucs, 4603 
Slate Court, Roeklin, CA 95677, (916) 
624-1436. Inquinj it214 

Syndicate 

The setting for Syndicate ($49.95) 
is a grim and dangerous future 
world some time after the Corpo- 
ration Wars. The world's multi- 
national corporations grew to such 
anextcnt that their power began to 
rival thatofsmallcountries. Before 
long, the corporations oivned the 
small countries and corporate in- 
fluence was felt at the highest level 
of world government. Then they 
developed (he CHIP — a techno- 
logical revolution belter than any 
drug. 

Before long the corporations are at 
war with each other, battling to 
monopolize CHIP manufacture 
and toppling nations and govern- 
ments in the process. Soon the 
crime Syndicates infiltrate the 
boardrooms and become the con- 
trolling force all over the globe, 
'Ilie player takes the roleof a voung 



executive in unL- such Syndicate. 
I'rom his control platform in an 
airship high above the cit\-, he oh- 
sen'es as his agents spread the 
shadovv of the Syndicate terror in a 
bid to conquer territory after terri- 
tory, oust the rival syndicates, and 
strix'c for world domination. £/t'c- 
lrouicArts,1450FashionlslandBlvd., 
Sail Mateo, CA 9UQ4, (415) 571- 
7171. 

Texture Heaven 

Asimware Innovations is proud to 
present Texture Heaven. Texture 
Heaven is a CDROM disc 
crammed full of 24-bit color IFF 
textures and images. All images 
arc 768 x 480 pixels. Eight-bit color 
preview images and thumbnail 
previews are included for all im- 
ages. Rounding out the disc are 
135 symbols in black and white. 
Texture Heaven is perfect for 3-D 
ray tracing, multimedia, and video 
applications. Asimware binova- 
tions, 101 Counlru Club Dr., 
Hiiinillan, Ontario. CiuhidijLSK5W4, 
(905) 57S-491b. luquiiy #215 

Time Base One 

IKON Video has announced the 
releaseof a new high-performance, 
low-cost, multipurpose I inie Base 
Corrector. The new Ti me Base On e 
(S1895) includes infinite window 
memory, full frame or field freeze, 
dual switch selectable inputs, 
5.5MHz bandwidth, composite 
and Y/C input and output with 
full transcoding, and other more. 
There is an internal Black Burst 
Gonerater with BNC output and 
Genlock input. 

The front panel controls provide 
both Preset and Manual Proc Amp 
adjust, SC and M Phase adjust, and 
an Operate/Bypass switch. The 
system includes an automatic 
supply for stand-alone operation. 
IKON Video. Inc., 1241 Hi/de Parl< 
Dr.. Santa Ann, CA 92705, (714) 
731-7507. Inquiry #216 

VTCIock 

ZEN Computer Services arc in- 
IrodLicing VTCIock, an Amiga- 
based indent clock of the sort 
known by video editors e\'ery- 
where. The program has six dis- 
play pages, each of which can bo 
configured either as a clock or as a 
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Amazing Computing 



The World's First Multi-Platform Emulation System! 




EMPLANT is a hardware/software product that is designed to allow the 
emulation of virtually any computer using the Amiga. A simple software 
driver and ROM(s) from the computer to be emulated are all that is 
required! Custom programmable logic allows the EMPLANT hardware 
to actually become the exact hardware of the computer it is emulating. 
Multiple emulation modules can be run at the same time using a single 
EMPLANT board! 

Full color MAC llx emulationl 

Support for up to 16 colors is provided for non-AGA machines. A4000 
owners can use a full 256 colors! Support for the Retina Video board 
allows you to have a 16 million color Macintosh! Utilities 
Unlimited, Inc. is working closely with other video board manufacturers 
to provide support for their video products, such as; The Resolver, 
Firecracker, EGS, Domino, Rainbow ll/lll, Merlin and many more! 
Support for AMAX formatted floppys and hard drive partitions, MAC 
hard drives, SyQuest cartridges, AmigaDOS devices (RAD, VDO, DHO, 
etc.), and MAC floppys {requires SYBIL hardware, sold seperately) is 
provided with easy to use setup menus. 

They said it could never be done ... 




EMPLANT running Adobe Photoshop in full color! 



Like ALL of the emulation modules that will be released for use with the EMPLANT hardware, the MAC llx emulation module 
MULTITASKS with the Amiga's operating system! You can simply pull down or flip screens and get back to the Amiga side! 
...and the MAC stays running at full speed! Speaking of speed...A 25Mhz A3000 runs the MAC llx emulation exactly twice 
as fast as a real MAC llx! Just imagine the speed of an '040 Amiga! The emulation runs ALL known MAC programs, and in 
FULL color, (if the program supports color). ..and all while MULTITASKING with the Amiga!! (MAC llx emulation module 
'requires* an accelerated Amiga - 68020 or 68030/68040 w/MMU} and 256K MAC ROMs (not provided). Not all emulation 
modules will require accelerated machines. Four megabytes of memory is recommended for use with System 7. 

Future emulations... 

Since the EMPLANT's hardware is so versatile, a completely new and different computer can be emulated by just changing 
the emulation software patch and the ROM(s). MAC QUADRA, Mega ST, IBM AT (386/486), C64/128, Atari 400/800, and 
even game machine (Genesis/SNES) emulators are planned in the near future. 

Utilities Unlimited, Inc, offers four different EMPLANT versions; BASIC EMPLANT system, QPTION 'A' • BASIC EMPLANT 
system with dual high speed serial ports/AppleTalk support, OPTION 'B' - BASIC EMPLANT system with high speed SCSI 
interface, and DELUXE - BASIC EMPLANT system with both dual high speed serial ports/AppleTalk support AND high 
speed SCSI interface. 




EMPLANT running Fractal Design Painter in full color! 



BASIC EMPLANT system - $279.95 
OPTION 'A' EMPLANT system - S349.95 
OPTION 'B' EMPLANT system - S349.95 
DELUXE EMPLANT - $399.95 
SYBIL Hardware - $99.95 

Please add SI 0.00 for shipping and handling {all orders are 
shipped via UPS Blue label). C.O.D. Fee - $5.00. 
All EMPLANT packages described above come with MAC llx 
emulation software and necessary device drivers. ROM(s) are 
not shipped with this product. Sources available upon request. 
Dealer inquiries welcome! Foreign dealers welcome! 

Utilities Unlimited. Inc. 

1641McCulloch Blvd. Suite #25-124 

Lake Havasu City, AZ 86403 

(602) 680-9004 Orders only (602) 453-6407 FAX 

(602) 680-9006 Tech calls (602) 453-9767 BBS 
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scratchpad for simple captions. 
The clocic pages feature a 30 sec- 
ond analogue clock together with 
seven lines of indent text on the 
right-hand page. In scratchpad 
mode, the seven lines of text ex- 
tend across the full width of the 
screen. In addition, the program 
can generate standard Color Bars 
and 1 Kl-b, lone, either together or 
independently of each other. 7JLN 
Comindcr Services, 2 Silver Birch 
Grove, SuJinton, Manchester M27 
IFS, mi) 44-061-793 WSl.lnquirt/ 
#217 



•Other Neat Stuff* 

Amigaman After Dark 

Computer Basics, Inc., d/b/a 
Amigaman,announced today that 
their new Amiga Users' bulletin 
board, "Amigaman After Dark," 
is on-line. Users can log on from 
any computer using 300 to 14,400 
baud modems to examine topics 
exclusi\'ely for Amiga lovers. 
"Amigaman After Dark" is on-line 
6 P.M. to 9 A.M. EST M-F, 24hrs 
Sat. and Sun. 4129962-0961. Cow- 
piitcr Busks, Inc., 1490 N. HcrmiSngc 
Rd., Hermitage, PA 16148, (412) 962- 
0533.Impiinjit21S 

AsimCDFS Update— v 2.0 

Asimware is proud to present 
AsimCDFS 2.0. AsimCDFS ($79) 
has evolved from a sophisticated 
CDROM FileSystem to a total 
CDROM solution. In this version, 
numerous options have been 
added and performance has been 
increased. The AsimCDFS 2.0 
package, which consists of 
AsimTunes, AsimCDFS, 

AsimPhoto, FishMarket, and a 
Preferences Edi tor, al km'S the user 
to access most CDROM software 
available for the Amiga. 



AsimCDFS requires AmigaDOS 
2.0 or higher. Aaimwnre Iniwvti- 
tions, 101 Country Club Dr., 
HimiHton, Ontario, Canada LSK5W4, 
(905) 578-4916. Intjuinj #219 

Commodore News 

CBM, Inc. and The Service Man- 
agement Group, Inc. announced 
an outsourcing agreement in 
which the SMC will provide al! 
post sale support to Commodore 
resellers, OEMs, VARs, and end 
users. Under the terins of this 
agreement, the SMG will admin- 
ister the U.S. warranty program 
forCommodore. The SMG will also 
act as the U.S. distributor for 
Commodore. 

CBM also announced that it is 
unbundling end user product 
support offerings. CBM decided 
to restructure both the Commo- 
dore Express''^' and Gold Service 
Programs. These programs will 
now be unbundled, permitting 
Commodore customers to select 
the service level that best meets 
their individual needs, CoDj^rorforc 
Businesf Machines, Inc., 1200 Wilson 
Drive. PA 19380, (215) 431-9100. 
Incjuin/ ii220 

GMR Productions 

As of August, GMR Productions 
will take over sales and distribu- 
tion of all Vortex products for the 
U.S. and Canada. GMR welcomes 
dealer inquiries. GMR ProrfiicffOHS, 
3S35Richn!ondAve.,Ste. 13S, Statcn 
Island, NY 10312, (718) 967-1509. 
Inquiry #221 

GVP Fixes Bug 

GVP announced that a compat- 
ibility problem between Digital 
Processing Systems' Personal 
Animation Recorder and GVP's 
G-Force040 Accelerator for the 
Amiga 2000 has been solved. Cus- 
tomers currently suffering a com- 
patibility problem should contact 
Dre Technical Support at (606) 371- 
5533 for more information. Great 
Valley Products, 600 Clark Ave., King 
e'fPriissia,PA19406,(215)337'8770. 
Inqiiin/ #222 

GVP Stiarpens A2000 
Accelerator Offerings 

GVP announced ofjuly 9,1993 that 
it will no longer manufacture their 



25MHz and 50MHz 68030-based 
"Combo" accelerators for the 
A2000. GVP continues to manu- 
facture the extremely popular 
40MHz 68030 "Combo" accelera- 
tor and the powerhouse 33MHz 
68040 G- Force accelerator for the 
A2000. Great Valley Products, 600 
ClarlcAve., King of Prussia, PA 19406, 
(215) 337-S770. Inquiry #223 

HormonySoft 

HarmonySoft has a new InterNet 
e-mail address. The address is: 
Harmonv@ccsg.tau.ac.il. 
Full Arabic support (as well as 
Syriac and Farsi) has been added 
to the new version of Rashumon. 
This additional feature is free of 
charge and includes key mapping 
support, keyboard stamps, and full 
instructions. A special option for 
translating Rashumon's files into 
Scala Lingua script file format, has 
been added to version 2 of 
Rashumon. Page layout, color pal- 
ette, text, fonts, attributes, tab- 
stops, margins, and tine spacing 
are all translated to the new script 
file. This file can then be loaded 
from Scala for video, multi-media, 
animation, and titling. 
HiumonySoft , 69 jabolinsky St., 
Civatayim, Israel 53319, (Oil) 927- 
331-5967. Inquiry #224 

ImageFX Update 

Highlights of this comprehensive 
upgrade include faster global op- 
eration, multilevel UNDO, macro 
recording, and aspect lock. In ad- 
dition, users can expect improved 
real-time feedback for all painting 
tools, new drawing tools, and more 
crazy effects. 

Moreover, there are dozens of ne^v 
loader and saver modules, ex- 
tended support for the new Epson 
600 and 800 series scanners, plus 
Framegrabbers like the VLAB and 
PP&S 256. In an effort to stretch 
compatibility, ImageFX 1,5 now 
directly supports the OpalVision 
and Retina display boards,Grej7f 
VnlhyProducts,600ClarkAve.,King 
of Prussia, PA 19406. (215)337-8770. 
Inquiry #225 

Oxxi Updates 

Oxxi is pleased to announce the 
shipment of new version 1.3 of the 
SBase Professional 4 and SBase 



Personal 4. The Superbase prod- 
uct line is being renamed SBase 
with this release, Manv exciting 
new features have been added to 
this release including compatibil- 
ity with AmigaDOS 3,0 and the 
new AGA chipset for the A1200 
and A4000, Many areas have been 
improved, including printing and 
form design. Version 1,3 is com- 
patible with files created with 
earlier versions of the programs. 
This applies to both the Profes- 
sional and Personal versions of the 
program. Oxxi, Inc., PO Box 90309, 
Long Beach. CA 90809, (310) 427- 
1227. biquiri/ #226 

Project-X Revamped 

Project-X has been revamped and 
tweaked. Rookie mode now allows 
younger (or older) players to reach 
the fourth level, weapons are more 
balanced and you never get left 
with pitiful weapons — a major 
criticism of the original version. 
Using a new disk system Team 1 7 
has managed to squeeze the game 
onto three d isks. Tcani-1 7. Mnneoad 
House, Garden St., Wakefield, West 
Yorkshire, WFl IDX, (Oil) 44-924- 
291-867. Inquiry #227 

Ttie Video Guide to 
ToasterVision 

An in-depth tutorial videotape 
($49,95) enti tied "The Video Guide 
to ToasterVision," is now^ avail- 
able from Toaster Crustaceans, It 
is an easy-to-use guide to the five 
modules of ToasterVision: Project 
Manager, ToastMaster2, 

WipeMaster2, FrameStore Cata- 
log, and FrameStore Manager, 
Practical examples and tutorials 
highlight applications of 
ToasterVision's individual mod- 
ules throughout the video. Toaster 
Crustaceans, 1730 Arcane St., Simi 
Valley, CA 93065, (805) 522-4364. 
Inquiry #22S 
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ince 1986, DKB has 

been a leader in the 

creation of peripherais 

for the Amiga, We 

thought you'd iike to 

know why... 
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Ali the people at DKB 

are friendiy, 

professional and 

know what they're 

taiking about when it 

comes to your Amiga 

system. 





From the original insider 

for the Amiga 1 000 to the 

MegAChip 2000/500 and 

beyond, 



DKB technology remains 

on the cutting edge as we 

introduce the peripherals 

and expansion boards 

you've asked for. 



Things like the 
CLOCK - real 
time for your 
Amiga 1200. 
Keep yourself] 

up to the 
minute with 

NO 
ADDITIONAL 

software! 



Why not bring 
the future 

home today 

with the 

DKB 1202 for 

your Amiga 

1200, Speed 

up moth 

intensive 

operations - a 
MUST HAVE 
feature for 
morphing, 
animation, 

manipulation 

or ray tracing. 



Our innovative products 

are thoroughly tested 

before they are shipped. 

And every DKB peripheral 

comes with a full 

2-year warranty. 
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The most 

important 

thing at 

DKB is, of 

course, 

customer 

service. 

If you 

have a 
problem or 
need a 
question 
answered, 

our Tech Support Team is 

always just a phone call 

away at 313-960-8750. 



Our first commitment 

has ALWAYS been to 

customer satisfaction . 

At DKB, it's not just 

something we talk 

about, it's how we run 

our business every day. 




50240 W. PontlQC Trail 
Wixom, Ml 48393 



MegAChip 2000/500. DKB 1202. Insider and Uie CLOCK are registered trademarks of DKB. Amiga and the Amiga 1200 are trademarks of Coinmodorr-/\mLga. 
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Retina 

by Douglas }. Nakakihara 



MOST 24-BIT DISPLAY CARDS do not 
allow you to view Amiga applications on 
them unless the application is specifically 
written to support the hardware. This gen- 
erally requires o two-monitor or switchbox 
setup. However, the Retina from 
MacroSystem offers a single-monitor solu- 
tion. Besides its own proprietary display 
modes. Retina smoothly emulates all na- 
tive Amiga screens, including— hold on to 
your hats~AGA on a non-AGA machinei 
Resolutions up to 2400 x 1200 are fea- 
tured. 1280 X 1024 is the maximum reso- 
lution for a 256-color, non-interioce dis- 
play, 2400x1200 interlace; 1080 x 1024 



for 65,000 colors; and 800 x 600 for non- 
interlace 24 bit, 1152 x 862 interloce. 
Display modes can be interlaced or non- 
interlaced — no de-interlacing device is 
needed! Note that maximum resolutions 
also depend on the capabilities of your 
monitor. 

The Retina fits in any Zorro ll/lli slot 
and does not require the video siot. Instal- 
lation is pretty much plug and go. The 
board is available in 2MB {S599) or 4MB 
(S699) configurations. A Retina Pro ver- 
sion (S999) is also available which includes 
a copy of TV Paint. It is compatible with 
most multi-scan and VGA monitors, includ- 




ing the Commodore 1950 and 1960. Retina 
requires 1MB of chip RAM, 2MB of fast 
RAM, and a hard drive. 

Configuring Retina to your monitor is 
a simple matter of selecting your monitor, 
or one whose specs closely match yours, 
from a list. This will determine what display 
modes will be available for use. 

Screens & Display Modes 

M ost programs open their own screen , 
unless they open a window on on existing 
screen lil<e Workbench. Retina keeps a 
dynamic list of all program screens opened. 
Screens are identified by their public, screen, 
and program nomes. Except with public 
screens, identifying a screen by name is 
n ot an exact sc ien ce , However , this three- 
way approach should cover just about any 
circumstance. 

The reason Retina tracks screens is 
that it needs to determine what display 
mode to use when a screen is 
opened. So if a program nor- 
mally opens on a 640 x 400 
screen, you'd probably wont a 
display of comparable size. If a 
screen has not been defined 
before, it receives the default 
settings. Using a group display 
mode for the default works best, 
since it lets the software choose 
the optimum setting. You can 
always manually set the desired 
display mode. 



IncompatibiliHes 

Programs that use "ille- 
gal" display routines may work 
on the Retina by using the re- 
fresh option for the screen. This 
option will read the settings from 
the graphic chips ond transfer 
them to the Retina. This can be 
done at selectable intervals, but 
steals valuable CPU time. 

Programs that work di- 
rectly with the Amigo's graphics 
chips, like many games, will prob- 
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ably network on the Retina at all. However, 
there is a provision ttiot allov>/s screens to 
be sent to the Amiga video out instead of 
the Retina. Obviously, this will require ei- 
ther using a separate monitor or a switch 
box. 

Programs using multiple-overlapping 
screens, lil<e ImageFX from GVP, will not 
work properly either. ImageFX works fine, 
however, if the Workbench screen option is 
used. I hove been told that GVP is consid- 
ering making a version that uses windows 
on a single screen. 

More Resolution and Colors, plus 
AGA Emulatior^ 

Workbench runs great in high resoiu- 
tion, On o standard 13-inch monitor, 800 x 
600 gives you a legible screen, with nearly 
twice as much space as a standard 640 x 
400 display. Using the AutoScroll option 
found in the Amiga ScreenMode prefer- 
ences, the Amigo thinks you're scrolling 
around o screen whose resolution is greater 
than the display size, but you're not. Be- 
lieve me, you ' II never want to go back to a 
normal Workbench size. 

Retina can trick an application into 
thinking it is running on on AGA machine. 
Every screen con be individually set to 
emulate AGA. When 1 tried this on the 
Workbenchscreen, something magical hap- 
pened when 1 ran the Amiga ScreenMode 
preference utility. The screen mode de- 
scription now showed that it supports 256 
colors and the slider gadget went all the 
way to 256! Running a utilit/ provided with 
the Retina proved this by displaying o 256- 
cotor palette right on the Workbench. Some 
of the programs I have been able to run in 
emulated AGAinciudeDe/uxePoinf/V/AG/^, 
Art Department Professional version 2.3, 
and Professional Calc. 

Pertormance 

Whether it's on a 4000 or a 2000/ 
3000 with a Retino cord, running displays in 
256 colors or more slows things down, 
Even the new Amigo models have display 
speed problems, A4000 owners ore crying 
for a de-interlacing card becouse the 
Double-NTSC displays are so slow, due to 
Dfv) A contention. 

When the Retina display is on, the 
normal Amiga display is completely shut 
off. Performance is totally CPU dependent 
and DMA contention is not a factor, 
MacroSystem tells me thot the display of 
an Amiga 2000 equipped with a fast "040 
CPU will be foster than a 4000's. Even on 
an Amiga 4000, the Retina display is sup- 
posed to outperform a comparable AGA 
display. I found that for progroms that did 
not require the refresh option, the Retina 
display on my A3000 was much snappier 



than the normal Amiga display. This should 
hold true for any Amiga model. 

Developer Support 

Because of the relatively low cost and 
high performonce of the Retina, many com- 
panies are storting to support it. TV Paint 
2.0 Professional also distributed by 
MacroSystem, a very powerful 24-bit point 
package , no w directly su pports the Retina. 
An upcoming version of VistaPro from 
Virtual Reality Labs will directly support 
the Retino. An ImageFX render module 
has been released and a speciol version of 
Black Beit's tmagemasfer is in the works. 
I'm told thot Scoia is also interested. 

It is important to note that for a pro- 
gram to becompatible with the Retina, the 



will also be support for virtual screens. 
With an 800 X 600 viewable display, you 
will be able to scroll around a 24-bit 1280 
X 1 024 imagel The viewable display can be 
1280 X 1024 with a whopping 2048 x 2048 
256-color imagei 

This releose will also have support for 
multiple 24-bit windows running on top of 
a four-color Workbench. The windows can 
be moved and resized even while showing 
animations. The incredible part is that 
Workbench will still operate at top speed 
because it is using only four colors! 

The Retina is an affordable solution to 
getting a true 24-bit display on the Amiga. 
The boord Integrates into the Amiga oper- 
ating system nearly seamlessly. Though it 
works great on standard size displays, this 
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only general requirement is that it be writ- 
ten using standard Amiga function calls. As 
a result, the program will still operate 
without a Retina. This should make devel- 
opers very happy and encourage support 
for the board. Most of the programs I tried 
ran perfectly. Of course to take full advan- 
tage of the Retina, one must use special 
coding. Developer information is included 
right on the disks. 

Provided with the Retina is an ADPro 
saver, which will display any image on the 
Retina , an d a driver for Imogemaster. There 
is also a Real 3D library for direct render 
support. The Retina can even emulate the 
Harlequin graphics card by Amiga Centre 
Scotland. Retina also comes with a nice 
display utility, a 24-bit paint package, an 
animation player, and some other utility 
programs. 

Future Release 

The next major software upgrade will 
feature o totally re-written interface, There 



product just screams for a large high- 
resolution monitor. Retina is for all Amiga 
owners including those with A4000s, It is 
only the odd program here and there that 
may still necessitate a two-monitor setup. 
To date, there is still no 24-bit standard for 
the Amiga. Retina just might be the one. (A 
special thanks to Martin and Vince at TS 
Computers in North Hollywood for repair- 
ing my Amiga 3000, allowing me to meet 
my deadline for this review.) 



Retina 

MacroSystem 

17019 Smugglers Cove 

Mt, Clemens, fVli 48038 

(313)263-0095 
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HELM is a new entry into Ihe Amiga 
Authoring System competition, an exclu- 
sive club that includes packages like 
AmIgaVision, CanDo. and VIVA. What is an 
Authoring System? It is software that allows 
you to create yourown programs by means 
other than standard programming. There is 
a number of fine Amiga authoring systems 
out there. HELM, however, odds new tools 
and techniques to the authoring process, 
ond depends far less upon scripting lan- 
guage and more on graphics. 

Because HELM is very comprehensive 
and extensive, there is a definite learning 
curve involved before you can use it with 
ease. The HELM manual tops 330 pages 
(and new enhanced additions in the 
manual ' s tutoria I section are going to mo ke 
it even lorger). giving some indication of its 
depth and complexity. If you are inter- 
ested in using a superbly designed hierar- 
chai graphic interface for creating your 
own interactive hypertext programs, col- 
orful animated point-of-purchase displays, 
instructional interactive media for class- 
room and public kiosks, animated data- 
bases, graphics progroms, business soft- 
ware (complete with chart's and graphs), 
self-running presentations, and games, then 
HELFvl might just be your ticket to fulfillment. 

A good Amiga authoring system 
should rely heavily upon a graphic inter- 
face, so that the user can create wares 
without the need for mastering the confus- 



ing syntax and obstractness of most pro- 
gramming languages. HELM features a 
collection of exquisite graphics tools, many 
of which rival and surpass those found in 
the top Amiga paint programs. This is not 
surprising because HELM was created by 
Jerfell Nickerson of Eagle Tree Software, 
whose previous efforts include the 
"Butcher" software (one of the first Amiga 
image processing packages, useful to 
Amiga artists and animators alike). 

HELM'S Tools 

HELM allows you to create screens of 
hot graphics and text that are used to 
trigger Objects into action— loading of ani- 
mations and pictures, the playing of music 
and sound effects, screen messages ond 
answers to questions, pop-up menus, and 
a myriad of other activities. The toois HELM 
uses to accomplish this are based upon 
graphically-designed devices. In a sense, 
HELM can be thought of as an enhanced 
Amiga point program, replete with many 
of the icons and tools you wili intuitively 
know how to use because of your experi- 
ence with other Amiga paint programs. It 
also Includes a list of Action tools used to 
create interactive displays, movements, 
and sounds. Many of the more intricate 
activities you engage In with HELM also 
need access to hierarchal lists of descrip- 
ters accessed from the top menu bar and 
from pop-up dialog input requesters. This is 




where the learning curve con get a bit 
steep, so dedicated planning and study is 
necessary 

HELM creates Books, which is really 
another name for Programs. Books contain 
Forms (formats of items the program will 
use to accomplish its required tasks), and 
Formscontoin Pages. The HELM Book-Form- 
Page structure can be used to set up hier- 
archal octions and timed events. Every 
action and sub-action can trigger its own 
Amiga graphics and sound as well as text 
display, and any action can be timed to 
trigger other actions down the line. The 
Book is saved and updated automatically 
when you quit the program. The user con- 
centrates upon two main objectives: the 
design, creation, and placement of Ob- 
jects, and the planned Actions that these 
selected Objects will initiate ond trigger. 

Objects 

HELM Objects can be visible or invis- 
ible, and can be constructed in any desir- 
able shape and color or pattern. Invisibility 
is very useful when designing educational 
software and games, as a user can be 
asked to click the mouse on certain screen 
areas until a triggered action occurs, There 
are full drawing and painting tools used in 
the design and coloration of Objects in 
HELM. Many of the tool icons are standard- 
ized to represent the same functions of 
similar tools in Amiga paint programs. The 
drawing toolbox also contains a separate 
Selection pointer that allows you to ma- 
nipulate the objects parameters (name, 
size, screen position, color, drop shadow 
size and color, and toggled highlight) with 
a doubie-left mouse click . You can also 
assign Actions to the selected Object with 
a Shift/Double Click, which brings up an 
Action List requester. 

Objects that are to be painted and 
drown upon must contain a specified 
graphic area where this is allov/ed to take 
place. There are more painting options 
available in HELM than most Amiga paint 
boxes allow, including; Matte , Color, Copy, 
Smear, Dissolve, Spare, Cycling, Gradients, 
Tint, Smudge, Chaos, Count, Custom, 
Dither, Edges, Mosoic, Sample, Brush Tile 
and Fill, Translucent, Lighten, Darken, 
Complement, and Negative. Since all 
painting takes place in defined graphic 
areas of a screen, there is no real limit to 
developing unique screen configurations 
for your intended program. Objects con 
be grouped, duplicated, and aligned. Text 
Objects can also be created, resulting in a 
HyperText Object that triggers selected 
actions when ciicked. 

Actions 

Imagefieids, those areos of a screen 
designed and targeted to contain images 
and painted graphics as well as anima- 
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■fions, can also contain Action data. A 
Shift/Double Click brings up the HELM 
Imogefield Action requester. The Action 
Requester assigns a variety of actions to 
ttie targeted Imogefield or button. 

Actions can trigger each other in suc- 
cession forming o hiercrchal script. In this 
woy, o number of audio-visual operations 
may be set to ploy in a timed sequence. 
For instance, you could create an anima- 
tion of a moving mouth and use it as a 
Picture action in the display. By then add- 
ing a Narrator action, the mouth could 
speak your selected text from the Amiga 
screen. A Book lil<e this has obvious implica- 
tions for Instructional appiicotions, and 
could also be useful to the Amiga anima- 
tor. 

HELM can print out whole books or just 
selected fields to your PostScript or other 
Preferences printer. It also contains a built 
in capture utility that will grab and import 
any open screen and place it in o selected 
graphic area. 

Conclusions 

This software could play a part in the 
educational process if Commodore itself 
was more diiigent in addressing the edu- 
cational market. As a teacher. I could de- 
velop a whole iibrary of teaching aids with 
HELM. As it is, I am thinking of developing a 
mini-course around HELM to teach basic 
Interactive branching theory. I Just wish 
there were o more serious effort on 
Commodore's part to enhance its pres- 
ence in the educational morketplace. 

HELM is not perfect, but is going 
through a whole series of revisions and 
updates. Users of GVP's IV-24 cord are 
helped in HELM with a special PIP (Picture 
In Picture) capability that addresses the 
cord. ! would like to see the similar atten- 
tion paid to users of OpalVision, DCTV, 
Retina, and FireCracker owners in future 
HELIVI releases. As a caution, when using 
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the Display options on AGA machines, stay 
away from choosing screen modes in pa- 
renthesis, but instead choose ones that 
stand alone. That way, you won't be 
troubled later by A4000 mode promotion 
difficulties. This software would also benefit 
from a library of dedicated drivers for spe- 
cific industrial quality laser disks and VCRs, 
so that interactive media presentations 
would be allowed to access them as 
needed. 

Currently being added of the time of 
this writing is the ability to create pages in 
a window on the Workbe nch , the ability to 
create objects and groups of objects that 
the user can animate and pick up and 
move by themselves, the ability to buffer 
and ploy digitized sounds directly from a 
disk, and full MIDI file support. By the end of 




the year, Mr. Nickerson is also planning to 
add text scrolls and crawls, support for 
Souncf Tracker music files, wiring HELM Ob- 
jects to the fields of database records (so 
you can create and edit DBase files), and 
multiple columns in textfields. As an addi- 
tional request, I would suggest support for 
Blue Ribbon's One-Sfop Music Shop. 

Mr. Nickerson provides service with a 
capital "S," a most important consider- 
ation when purchasing anything nowa- 
days. I made many calis to him with tech- 
nical questions and requests for explana- 
tions and clarifications. His responses were 
most helpful and considerate, his attitude 
patient, and his advice accurate. I have 
spoken to other users that have received 
the same consistent consideration, and 
that's well worth possing on. 

HELM comes on five disks which in- 
cludes the program ond copious clipart 
Books (World Flags, Chinese Signs, Periodic 
Table, and lots more), it sells for $129, which 
is on absolutely ridiculously low price for a 
very useful HyperText Authoring System in 
todoy's marketplace. If you have some 
ideas concerning unique and original pro- 
grams that you would like to create, don't 
pass this software up. 

HELM 
Eagle Tree Software 

P.O. Box 164 

Hopewell, VA 23860 

(804) 452-0623 

Suggested Retail Price: Si 29.00 

Inquiry #230 
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ell over a half dozen internal ex- 
pansion boards for the Amiga 
1200 are already available or v/ill 
be soon. With such variety it can be difficult 
to find the right fit for your needs. The 
upgrade picture becomes clearer by di- 
viding the choices into tvi/o primary groups: 
full-blown accelerators and memory 
boards. While accelerotors offer huge per- 
formance boosts for power users , they can 
cost more than the computer they serve. 
On the other hand, memory boards, typi- 
cally offering a subset of occelerator fea- 
tures such OS RAM/FPU/clock configura- 
tions, ore much less expensive but less pow- 
erful too. 

If you ' re satisfied with the A 1 200's five- 
fold speed increase over the A500 and 
can't justify the expense of an accelera- 
tor, you may vi/ant to consider a memory 
board instead. Such boards represent good 
value and provide very useful features for 
cost-conscious A1200 owners. That point 
brings me to the subject of this review — 
the DKB 1202. 

The 1202 sports a 16MHz 68881 FPU, 
two SMM sockets for up to 8MB of 32-bit 
FAST RAM. and a battery-backed-up clock 
ail on a sturdy, wsll-engineered boord. It 
accepts standard 1MB 256Kx32 or 4MB 
lMx32 single-sided 72-pin SIMMs— the 
same used by the A4000 — giving you ei- 
ther 1 , 4, 5, or 8MB combinations: 2MB Isn't 
possible. The SIMMs must be no slower 
than the A1200's native 80-nanosecond 
RAM speed. Even if your deoler doesn't 
sell the 1 202 with any memory .these types 
of SIMMs aren't difficult to find. Further- 
more, package deols consisting of the 
board ond memory are usually available. 

Before deciding how much memory 
you want to add, you should consider the 
following. The 1202 uses the standard 
AuioConfig address space from S200000 
to $9FFFFF, and only the 4MB SIMMs will 
autoconfigure here. Since a 1MB SIMM 
won't autoconfigure, it must be added to 
the system at SCOOOOO by the supplied 
MagicMem program. Just put MagicMem 
in your Startup-Sequence or drop it in your 
WBStortup drawer. 

To further complicate matters, the 
PCMCIA slot, when in use. needs the upper 
4MB of AutoConfig space starting at 
S600000. So if you use two 4MB SIMMs and 
PCMCIA, only 1.5MB of the second SIMM 
wiil be available, remapped to SCOOOOO by 
MagicMem. MagicMem con detect 



DKB1202 
Expansion for the A1200 
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PCMCIA, giving you either the full 8MB or 
5.5MB. Alternately, you can force the full 
8MB of outoconfigured memory all the 
time, shutting out PCMCIA entirely. 

If you have any of the memory 
remapped to SCOOOOO, be a wore that it 
will be slow-FAST RAM, not true FAST RAM. 
The 1 .5MB address spoce from SCOOOOO to 
SD7FFFF is on the CHIP RAM bus along with 
theA1200'sstandard2MBRAM,ratherthan 
the system bus, which contains the 
outoconfiguring FAST RAM. While tiie cus- 
tom chipscan't access slow-FAST RAM, the 
CPU will still be in contention with them to 
get at this memory when they are very 
busy, since the CPU must share the CHIP 
RAM bus with the custom chips in alternat- 
ing bus cycles. In short, memory in this 
region will likely be slower than true FAST 
RAM. 



board. Then the clock jumper must be 
enobled or disabled depending upon 
whether your system already contains a 
clock through other means. Now remove 
the panel underneath the A 1 200, insert the 
1202, and press it firmly on the 150-pin 
connector. You may want to insert and 
remove it several times to ensure good 
contact, getting rid of any flux residue left 
over from the manufacturing process— a 
recommended practice. 

After installing the 1202 without any 
problem. ! fired up my Al 200 and did some 
testing with AIBB 6.0. the definitive Amiga 
PD benchmarking progrom. As you can 
see in Table 1 , my A 1200 with a 1202 beat 
a stock A1200 in every one of the 20 tests, 
often by significant margins. The numbers 
are percentages with 1,00 representing 
1 00% of the performance of a stock A 1 200, 




These memory complications aren't 
DKB's fault, merely side effects of the 
A1200's 24-bit address space and the 
PCMCIA implementation. DKB deserves 
credit since other memory boards like the 
Microbotics MBX1200 limit you to 4MB of 
expansion when using PCMCIA instead of 
the 1202's 5.5MB. Nevertheless, I suspect 
that most users will decide on either4MB or 
8MB(withoutPCMCIA),avoiding slow-FAST 
RAM. 

I have no complaints regording the 
simple instollation procedure. First follow 
the clear instructions in the manual to set 
three memory selection jumpers on the 



The higher the numbers, the better. I was 
most impressed by the results of the float- 
ing point tests. For example, the 30-fold 
speed increases in thelranTestand FTrace 
tests plus the 60-foid increase in the Sav- 
age test were absolutely amazing. 

Averaging the System Combined 
Evoluation Indices yields 2.07. So overall, 
the 1202 about doubles the performance 
of the A 1200. While a lot of this improve- 
ment is due to the 68881 FPU, the 32-bit 
FAST RAM was also a significant factor. As 
I mentioned earlier, the CPU doesn't con- 
tend with the custom chips for FAST 
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memory, so having it improves perfor- 
mance, Also, tl^e 32-bit nature of this 
memory allows for faster access, unlike 1 6- 
bit PCMCIA memory, which I don't recom- 
mend because it slows down the machine . 

Along with the high-quality 1 202 board 
you get an almost equally high-qualitv 
manual. You'll find concise, thorough in- 
structions presented in on eosy-to-under- 
stand style, The only typos I found were an 
incorrect jumper setting on page 4 and a 
repeoted paragraph on page 10. Correct 
settings are printed on the board itself. 

By the way, if you need more math 
horsepower, you can get a 40MHz 68882 
FPU kit for the 1202 from DKB. The CPU and 
FPU run asynchronously, allowing you to 
use blazing-fast FPUs. In addition, the 1 202's 
lithium clock battery should last at least 
two years, and replacements are readily 
available of Radio Shack, among other 
stores. 

One small gripe concerns the lack of 
o memory testing program. When you 
spend yourhard-earned money on mega- 
bytes of RAM, you want to be certain the 
memory works perfectly . To solve this prob- 
lem, I used MemDiag 1 . 1 from Fred Fish Disk 
214. MemDiag works , but only tests memory 
it can first allocate. 

Overall, the 1202 is afirst-class product 
that I whole-heartedly recommend. Be- 
sides Its greater memory capacity when 
PCMCIA is present, two otherfactors place 
it a step above its closest competition, the 
MBX1200. First, the MBX attaches to the 
A 1200 in an awkward upside-down fash- 
ion. Second, withjust one SIMM socket, the 
MBX limits your memory choices. The MBX's 
shortcomtngs are understandable consid- 
ering that it was the first internal A120G 
expander of any kind. But if you need an 
inexpensive Al 200 expansion solution, the 
DKB1202 is the best one yet. 



DKB 1202 

DKB Software, Inc. 

50240 W. Pontiac Tr. 

Wixom, M\ 48393 

sales (313) 960-8751 

tecfv support (313) 960-8750 

(ax (313) 960-8752 

Inquiry #232 



SOMETHING EXCITING 
IS HAPPENING IN 

ST. LOUIS 

SATURDAY, OCT. 23"° 

GATEWAY COMPUTER SHOW 

FEATURING SOLUTIONS TO 
DESKTOP PUBLISHING. 
DESKTOP VIDEO, 
ANIMATION, GRAPHICS 
and MORE... 
USING THE AIVIIGA COMPUTER 

SPONSORED BY; 
THE GATEWAY 
AMIGA CLUB, INC. 



Cost: S5™ at the door. 
Time: 11:30 -5 p.m. 
Date: October 23rd. 
Location: Machinist Hall 
Bridgeton MO next to 
Target near the 
intersection of 
St. Charles Rock Rd. 
& Natural Bridge Rd, 



Call for special airfare 

and hotel/motel rates, 

contact Best Way Travel 

at (800) 325-4942 & say 

" I'm with the Gateway Computer Show. 




Fly TWA 
Official Airline 



Circle 111 on Reader Service card. 



Table 1. AIBB 6,0 Test Results 

base machine for comparison: A1200 

68020 code and A 1200 = 1.00 for all tests 



Test A1200+DKB1202 

A1200+DKB1202+FPU 



EmuTest 

Writepixel 

Steve 

Dtirystone 

Sort 

EllipseTest 

Matrix 

IMathi 

MemTest 

TGTest 

LineTest 

InstTest 



Test 



1.98 


Savage 


61.65 


1.48 


FMoth 


6.82 


1.21 


FMatrix 


1.68 


1.82 


Beachball 


10.54 


1.44 


Flops 


15.26 


1.36 


TranTest 


31.07 


1.60 


FTrace 


30.75 


1.23 


CplxTest 


2.27 


2,19 






1.25 






1.07 






2.03 







System Combined Evaluation Indices 



Integer 1 ,67 

Graphics 1.39 

Floatingpoint 3.14 
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For the hobbyist programmer, the 
Amiga con present a daunting 
task. The enormous flexibility and 
power of the Amiga's multitasking GUI is 
difficult to harness. Successfully develop- 
ing an application with the user-friendly 
aspects of the operating system means 
paying close attention to many details, 
especially when working with compiled 
languages, This steep learning curve can 
seem overwhelming in languages such as 
C, which are traditionally delivered with 
many complex support programs. Trying to 
learn both C and good Amiga program- 
ming practices can be an exercise In frus- 
tration. Frustration can quickly become 
surrender when complex programming 
tools seem slow, even on on Amiga 3000. If 
it takes several minutes to compile and link 
Qsimplewindowingprogram, it seems it will 
take forever to do a significant project. 
Isn't there an eosler path to hacking the 
Amiga? 

Well, the answer Is most definitely yes 
with a compiler package called Amiga E, 
a new language concept by IVlr. Wouter 
van Oortmerssenof the Netherlands. Since 
E was conceived with the Amiga in mind. It 
is a hacker's dream both in terms of speed 
and simplicity. This, plus the current version 's 
(2.1b) public domain status (available on 
Fred Fish disk # 848) makes E a truly painless 
way to get introduced to application pro- 
gramming on the Amiga. 

The E Language Package 

The entire E languoge package is de- 
livered as an archive file about 240K long, 
It unpacks to a nearly complete develop- 
ment system that will fit on one floppy disk, 
This is in stark contrast with the current 
professional developm ent syste ms that are 
delivered in multiple disk sets. The one ele- 
ment missing from the package is a text 
editor for entering source code. The com- 
piler Itself is small; It is a CLI-based program 
about 43K, which 1 promptly added to my 
C: directory. Mr. van Oortmerssen provides 
several essentials for Amiga development: 
a complete set of Interface modules for 
access to the Amiga system functions (in- 
cluding AmigaDOS version 2.0+), a short E 
tutorial , a more extensive E language refer- 
ence guide provided in the form of an 
Amiga Guide on-line help manual, and a 
set of simple example programs illustrating 
the basic concepts of E. Also included with 
the compiler are several smoll utility pro- 
grams such as the module code lister, a 
disassembler, and some sample ARexx pro- 
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grams to be used with the CED editor and 
the compiler. 

The sample programs provided with 
the package show forethought on the part 
of the author, A great deal can be learned 
by examining someone else's debugged 
source code and making modifications to 
it. In the 'Examples' sub-directory, programs 
are provided which cover a wide range of 
topics. Some are CLI-only programs such 
as a directory lister or the famous Hello 
World program while others, such as the 
GadTools demo provide insights into the 
superb features of the language. 

Language Features 

It is quite remarkable that o compiler 
so smali can be this powerful. Since space 
will not permit a complete examination of 
ail the capabilities of the compiler. I witi 
mention only some of the most important. 
Amiga E's features are listed in the com- 
piler documentation which I'll quote in 
part; 

— Compilation speed of 10,000 to 35,000 
lines/minute on a 7MHz 

Am iga 500; 26,000 to 85,000 11 nes per m inute 
on an Amiga 1200. 

— Produces small and fast executables 
from source code in 'one go;' 

linker, assembler and other progrom mod- 
ules integrated into the compiler. 

— Module system for import of library defi- 
nitions, constants, functions (mucti like 
Turbo Pascal Units,) 

—All library calls of Exec, DOS, Intuition and 
Graphics of (AmigaDOS release 2.0+) 
integrated as system functions into the 
compiler. 

Other highlights include an Integrated 
inline assembler, easy exception (error) 
handling, and a unique capability called 
"typed lists" (more on this later.) 

From my experience working with E, I 
have no reason to doubtthe claims about 
its speed. On my 16MHz Amiga 3000, 
lengthy source code (longer than 5K) com- 
piles to executables in about one second, 
This holds true for all types of programs, 
including those that make heavy use of 
such external libraries as GadTools or ASL, 
These ven/ same progroms con even be 
compiled on a minimal system. I tested the 
compiler on a 1MB Amiga 500 with only 
two floppy drives. Here the compilation 



times were greater (about three seconds) 
butthis was due in part to the slow speed of 
the floppies as compared with a hard drive. 
Compildtion speeds such as these so greatly 
reduce the edit-compile-link-debug cycle 
that projects can be completed almost as 
quickly as with interpreted BASIC. 

Amiga E also produces very tig ht code. 
A small CLI-only type program such as 
He/to W/or/d will com pi le to about 500 bytes. 
This seems to suggest thot there is very little 
overhead added to programs in the form 
of a run-time library as occurs with other 
languages. The program mentioned 
above , which uses 2.0 features extensively, 
compiles to just over 4K. 

Perhaps the best attribute of the com- 
piler system Is its tight integration of the 
language definition and the Amiga oper- 
ating system. As the author states In his 
documentation, E was conceived with the 
Amiga in mind. Since Mr. van Oortmerssen 
wanted to use the best qualities of current 
procedural languages, any programmer 
with some background in C, Pascal, or 
Modula-2 will easily pick up on E's con- 
cepts. Of course, the area where E sur- 
passes traditional languages is in the way it 
simplifies system programming. As an ex- 
ample of this, Mr, van Oortmerssen pro- 
vides the following complete progrom In 
his tutorial: 

/* Opening a window in E */ 

PROC main ( ) 

IPw;=OpsnW|20,ll,l()(l,lPO,$20ll,$F, 'My 
CirsC window in E ! ' , 
NIL, 1, HID 

Line|20,20,S0,5D,2) 
WaitlKessage M 
CloaeWlw) 



C and Pascal programmers will cer- 
tainly feel at home here but will notice the 
simplicity of the example. Since Exec and 
Intuition libraries are automatically opened 
by the compiler, the high-level functions 
OpenW(..)andCloseW(..)areapartofthe 
language definition. What Is even more 
remarkable obout this sample is that it is a 
complete program, including the dreaded 
(but quite simple here!) Event-Handler, 
While this example does hint at the power 
of E, Mr. van Oortmerssen has built in many 
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Table: Amiga E Code Example 



/• gadtools dsmo •/ 

Emm KOIIE, ER_OPENLIB , EB .WB , EH .VISUAL, EH.COHTEXT, ES . GADGET , ER_WINDOW , ER_MEmjS 

MODULE 'intuition/Intuition', 'gadtool&'j 'llhraries/sadtDols' , 'incultion/gadgetGlasaS 'exec/ 

nodes'/ ' intuit ion/ screens' 

EEF Hcr=NIL:PTH TO Screen, 

visual=NIL, 

vmd=NII,:PTR TO window, 

glist=NIL,offy,5, 

type, infos, listv:PTR TO LONG,neau 
PROC main ( ) 
checksEror f openLnt erf ace ( J ) 

REPEAT 

walt^Kessa^ef 1 

Te^tF(l-0,lSO»o££y, 'type: \d[31, info: \ht41 '.tyjw, infos) 

DHTIL tyi>e=IDCHP_CLOSEMINI>OW 

closeint:erface{ ) 
EHDPROC 
PROC openinterf ace ( ) 

IF ( gadcoolsbo Be ;»OpeiiLibrary( 'gidtools. library ■ , 37| l .nil THE!) RETOBB IB_OPEHLIB 

IF (scr:=LockPubScreei:{ 'Workbench' ) )=NIL THEN RETURN ER_WB 

IF |visual:=(]etVloualIn£oA(ot:r,NILU=HIL THEN RETURM ER VISUAL 

offy:=acr. wbortoptlnt {Hcr.rastportt58)+l 
IF (g:-CreateConcext( {gliat) J ) =NIL THEN RETURN ER_CaHT:EXT 

IF (menu: =CreateMeniiBA( [l.Q, 'Project' ,0,0, 0,0, 2,0, 'Load', '1', 0.0, 0,2,0, 'Save', 's', 0,0,0, 2,0, 'Bla 
->',0,0,0,0,3,0, 'a&tgh' , 'a', 0,0.0, 3,0, 'b^mm' , 'h', 0,0, 0.2.0. 'Quit', 'q 
',0,0, 0.0, 0,0, 0,0, 0,01 :newmenu,KIL) ) =N3L thek retuhjJ ER_HENUS 

IF LiyoutMenuBAImenu, visual, NILI=FAI,EE THEN RETTJRli ER HENUS 

IF l9i.Create8adoetMSCROLLER_KIHD,g, [scr.«!x:rle{t»20.of£y»9, 155,22,NIi,N:L, 1, 0. visual.OJ : 
newgadget, (GTSC_T0P,2,GTSC_V ISIBLE,3,GTSC_TOTAI,,10,GTSC_*S«OWS, 22, PGA_PSEEDOK, LOHIENT_H 
ORIZ , QA_RELVERIFy , TRUE , GA.IMMEDIATE, TRUE, ) 1 ) =HIL THEH RETUPB EB_GACGET 

liEtv:=[0,0,0,O! ; iifltv[0] : =listv+4? liscv[31 j^listv 

AddTail(listv, (0.0,0,0, 'aaaargb'l jId) 

AddTaiKlistv, (0,0,0.0, 'hznxcim' ) iln) 

IF (gi.CreateGadgetAlLISTVIEM_KIHD,g, [Bcr,v<borleft*20,o£Jy»10, 155, 100, NIL, KIL, 2,0, visual, 01 : 
newgadget, tGTLV_SCROLLKIDTK,20.GTLV_LABElS, liatv.Ol ) l=NII,TBENRETOHBEa_0AlXiET 

IF Hmd!«OpenWllO,15.200,o££y*165,S30< OR SCBOLIEBIOCHP. $E, 'E gadtools dEsiO' ,m!„l,glistn-NIL 
THEK RETURN EB. WINDOW 

IF SetMenuStrlp(wild,inenu) .FALSE THEH HETDRH EB_HENUS 

Gt_RefreshWindow(wnd,NIL) 
EHDPROC 

PROC cloBeinterfacaO 
IF wnd THEN ClearMenuScriplTOdl 
IF menu THEN FreeHenuB(iiienu) 
IF viBual THEN FreeVlBuallnfo(viBual) 
IF wr.d THEN CloaeWindowlwnd) 
IF glist THEN FreeGadgets(glist) 
IF scr THEH UnlockPubScreen(KlL.scr! 
IF gadtoclabase THEH CloBeLibrary(gadtoolsbase) 
ENDPROC 

PROC cbecfcerror(er) 
DEF BrrDra:PTR TO LONG 
IF er>0 
clGBetnterface ( ) 

errDra: = [ ' ' , 'open "gadtools. library" v37 ' . 'lock workbench' 
contexL' , 'create gadget', 'open window', 'allocate menuB' ] 
WriteF( 'Could not \3 ! \n', errors [er] 1 
Cleanup (10) 
ENDIF 
EtlDPROC 

PROC wait4me3Haga ( ) 
DEF raes:PTR TO intulmeBBage.gjPTR TO gadget 
REPEAT 
type:-0 

IF mes:-Gt_GetIHBg(*tfnd.uBerport) 
type :.iDeB, class 
IF type=IDCMP_HENUPICK 

in£oB;>mea .code 
ELSEIF [type.IDCMP.aAKJETDOWBI OR (typO"IDCHP_QAD0ETIJP) 
g;i>meB .iaddreea 
infos : ^g. gadget id 
ELSEIF type^lDCMP_REFRESHWIHDOW 
Gt_BeginRefresh('rfnd) 
Gt_SndSef resh [wnd, TRUE) 
type:=0 
ELSEIF type<>IDCMP_CLOSEWrNDOM 

type : = 
ENDIF 

Ct_RaplyIHBg [tne9 ) 
ELSE 

Halt(-l) 
EB3IF 
UNTIL type 
EllDPROC 



'get visual infos', 'create 



feotures such as "typeless" variables, typed 
lists, and ADA-style exception tiondfing. 

An example of E's more advanced 
procedures could be provided in thie code 
sample in the table on this page. 

This short program (just about 3K of 
source code and 3.5K when compiled to 
an executable) Implements a complete 
demo of GadTools routines as Implemented 
through E. Astute programmers will notice 
two very important points here: the han- 
dling of potential program errors as well as 
the "on the fly' construction of memory 
stnjctures. 

As a part of E's definrtion, exceptions 
con be handled through appropriately 
named variables, In the code sample, the 
enumerated list at the beginning of the 
program anticipates the typical error con- 
ditions that could occur; not enough free 
memory to allocate such intuition objects 
as screens, windows, gadgets, etc. Where 
C might handle this type of error through a 
a multiple-line IF clause, E simply returns a 
named variable to a generalized subrou- 
tine. 

Another amazing feature of E is the 
quick, concise method of static structure 
declaration. Mr. van Oortmerssen calls this 
a "typed list" and it is especially helpful In 
the construction of GadTools objects such 
as gadgets and menus. Where calls such 
as CreateGadgetAO might, in C , expect a 
pointerto a predeclared STRUCT, E can use 
a typed list as a part of the call, putting 
everything in its proper place. 

The Future 

While E in its current form is quite a 
powerful programming tool. It is not com- 
plete. Mr. van Oortmerssen has stated he 
wi II add other capabilities to the language: 
modular programming, a source-level 
debugger, support for floating point vari- 
ables, and finally object-oriented language 
extensions, The author has even hinted ot 
the possibility of increasing the perfor- 
mance of the compiler, potentially dou- 
bling its speed. The popularity of E among 
programmers on the networks may even 
cause Mr. van Oortmerssen to bring out a 
commercial version of the compiler. Other 
programmers oround the world have 
added several utilities to be used In con- 
Junction with the E compiler. Available ei- 
ther as shareware or in the public domain 
are a development shell and preproces- 
sor. In my opinion, E has all the character- 
istics necessary to make it one of the top 
development tools on the Amigo omong 
hackers and professionals, 
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Bernouili MultiDisk 150 



tomega has brought Bernoulli remov- 
abfe storage options to the Amiga, The 
Iomega Bernoulli Transportable MultlDlsk 
150 ($1099), known as 'The Box," Is on 
extern al removable disk drive , It is designed 
to be portable and its multiple-disk 
capabilities allow it to be downward com- 
patible with other Be rnoulll removable disks , 
The drive con handle up to a 150MB re- 
movable disk. As expected, this drive is 
targeted at Video Toaster users and others 
In need of large amounts of removable 
storage space. 

The Bernoulli 150 offers a Vi/Ide range 
of features. The drive offers an access time 
of 18 milliseconds and a transfer rote of up 
to 5MB per second, according to 
manufacturer's specifications. Full SCSI II 
allows the immediate connection to oil 
Amiga SCSI computers. The Box is also 
ovallable In Its Insider version for internal 
connection. The ability to read and write 
other storage sizes of Bernoulli disks hos Its 
advantages. The Bernoulli 150 can reod, 
wrlteondformat 150, 105,66, 35. and 90MB 
disks. It can also read from 44MB disks. This 
gives the user a range of storage options. 
This Is important since the suggested retail 
price for o 150MB disk is S225. The lower 
capacity drives do not offerthe read , write, 
and format capabilities of the MuItlDIsk 
150, 



Setup 

Setting up the drive was simple, A SCSI 
cable Is included and the unit Is ready to 
use out of the box, aside from formatting a 
disk. Commodore's HDToolbox utility is used 
to get the drive going. The 150 was tested 
on an Amiga 3000 with 8MB RAM and □ 
40MB internal drive In address 6, The 150 
was configured to SCSI oddress 1 , to allow 
additional units to be attached. The 
HDToolbox utility made things eosy, On 
entering the utilrt/, you must select "Read 
Configuration" from the on-screen chloces 
sothattheAmigamayg other the informa- 
tion necessary to perform the drive type 
change. By next selecting "Change Drive 
Type," you can easily set up the identifica- 
tion of the device. It is recommended in 
the Iomega documentation that you 
change the drive's partitions from the de- 
fault of two 71MB partitions to one 143MB 
partition. After you hove finished with the 
basic setup, a reboot of the Amiga will 
mount the disk. It will show up as a non-DOS 
disk on the Workbench. Formatting is done 
using the Format Disk commond. 

The total setup and formatting took all 
of 20 minutes. During the Initial Installation 
and formatting of our drive, we made a 
"mistake," We attempted a low-level for- 
mat of one of the removable cartridges. 
The disk itself had not been properly set up 
before the format was attempted and 



therefore, the format did not work. We 
called Iomega for assistance. Their techni- 
cal support line was very helpful. 

Performance 

Perhaps the best way to test the reli- 
ability of a hard drive is to abuse it, The test 
cartridge was loaded full with ever/thing 
from Deluxe Paint to SCALA to AdPro. The 
drive's access time was excellent, even 
with 142MB full out of 143MB available. 
Software Instal lotion , copy Ing of larg e fi les , 
and other drive-intensive operations were 
performed quickly. 

The test drive was run for a week, non- 
stop, and was intentionally erased and 
reformatted several times during that pe- 
riod. The drive did not fall. The 150MB disks 
ore warranteed for five years, showing 
Iomega's confidence in their product. 

Conclusions 

There is on obvious need for remov- 
oble storage solutions for the Amiga. The 
popular routes, such as Syquest 
removables, provide some options but are 
often not up to par for frame storage and 
animation playback. This drive Is perfect 
for any Amiga user looking for o conve- 
nient storage solution. The MultiDisk 150 
offers the user excellent disk access speed 
and a range of storage options that make 
the drives very appealing. 



Bernoulli MultiDisk 150 

Iomega Corporation 

1821 West Iomega Way 

Roy, UT 84067 

800-456-5522 

Inquiry #234 




The MultiDisk offers the 
Amiga user a wide 
variety of storage 
options. 
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SceneryAnimator is Natural Graphics 
way of addressing animation as wel! as 
rendering in several Amiga modes. Before 
thiis 4.0 release, the last one was versioned 
as 2.2, When a developer junnps versions 
from 2.x to 4.0, it can be seen as an 
indicator that there have been major 
changes, as is the case of SceneryAnimator 
4,0. 

Fractal scene renderers and anima- 
tion programs have received much atten- 
tion in the way that they render DEM files 
(Digital Elevation Maps). DEM files avail- 
able from the National Geographical Sur- 
vey offices for many U.S. . global, and even 
some planetary locales (thanks to NASA 
and JPL). The elevation maps are usually 
accurate for geographical dato plus/mi- 
nus about 1 meters, meaning that a fairly 
good representation of terrain is possible 
by utilizing the data in computer render- 
ings, There are a handful of Amiga pro- 
grams that can occess this data directly, 
producing awesome fractal scenery , much 
of it recognizable by users famiiiar with the 
specific geography in question. Scenery 
Animator, and its progenitor Scenery Gen- 
erotor, is this kind of software, as is Wsfoand 
Vista-Pro and other less known packages 
like Panorama. 

As with all areas of computer graph- 
ics, the competition is stiff. Every time a 
major vendor ups the ante by adding one 
feoture or another, the competition replies 
in kind. Look at Scenery Animator and its 
competition, Vista Pro from Virtual Reality 
Labs. They both access OEMs, they both 
allow the addition of trees, they both sup- 
ply animated paths, and more. But Scen- 
er^/ Animator may hovejust lapped its com- 
petition with the release of 4.0. Since imita- 
tion is the so-called "kindest form of flat- 
tery," only time will tell. 

What's New in 4.0 

To begin, the hardware requirements 
of SA4 let you know right off that A-1000 
owners and minimal expansion machines 
are not to opply. SA4 requires AmigaDOS 
2.0 or higher (I tested it thoroughly on my A- 
40CDwith DOS3.0). Accelerators and 68040s 
are strongly recommended, but not re- 
quired. You also need at least 3MB of RAM 
available, and more for the super hi-res 
rendering modes. Installation is a simple 
drag-to-drawer affair, The program Itself is 
only 288,000 bytes thick, amazing when 
you consider its power. All of the needed 
libraries are supplied by the WB 2.x and 3.0 
software already In piece. 

Let's talk about the best news con- 
cerning this4.0 release. SA4 can now incor- 
porate 3-D objects In the VideoScape-SD 
(ASCII format) object file format. Since pro- 
grams like Axiom Software's Pixel-SD Pro 
con translate just about any Amiga 3-D 
object into that same format, that means 
that many of your 3-D objects con now 
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appear omidst the spectacular scenery of 
SA4 environments. There are limitations, 
however. SA4 demands that the incorpo- 
rated objects ha ve their polygon "normals" 
facing in the way that it expects, or the 
objects will not be recognized. I success- 
fully used Lightwave. PageRerider-SD.andi 
VideoScape object files. Lightwave ob- 
jects con be translated to the expected 
".GEO" format by either Pixel-3D Pro or 
Interchange from Syndesis. 

VideoScape files are already in the 
.GEO format. PageRender-3D files need to 
be translated with Interchange, as only it 
hasthe necessary converter. Of all of these, 
my favorite Is PageRender-3D, os it allows 
definitive coloring as well as modeling . PR3D 



place a Redwood or an Oak on a 12,000 
foot peak?... no problemo. Unlike other 3- 
D objects, trees do not hove to be loaded 
since they ore a part of the program itself, 
but they cannot be resized or rotated once 
placed. Both automatic and manual tree 
placement may happen in the same SA4 
scene. Placement of both trees and Im- 
ported .GEO objects is accomplished In 
the elevation or top view of the scene. 

Also changed ore the Camero Lens 
and Direction indicators, which may now 
be locked in position for smoother anima- 
tion transitions. With these new features 
there will be less unwanted surprises in your 
finished animations. 

SA4 nowsupportsthe new Amiga AGA 




is no longer on the market, but you may be 
oble to find it in on old box or purchase It 
from an Amiga friend. The developer prom- 
ises to place the code in the public domain 
soon. Before we get too specific about 
how to add objects to our londscapes in 
SA4, let's look at the other new features. 

SA4 nowallows you to manually place 
3-D trees (Oaks or RedWoods) in the land- 
scape, OS well as handling these trees in 
the familiar fashion (by inputting a per- 
centoge number that relates to coverage, 
and using indicators that limit tree place- 
ment to certain elevations). You want to 



modes by rendering in 256 colors and 
HAMS. These are displayed on the screen 
when completed. But there's more. SA4 
will address these modes and allow you to 
so ve the pictu res in them eve n if you oren ' t 
currently running on AGA machine. Now 
that's planning for the future, since many 
Amiga animators are still saving their pen- 
nies to upgrade to the new AGA machines. 
Both landscapes and objects can now 
hove their "back faces" toggled on. This 
means the chance of getting a strange 
hollow rendering when you rotate these 
objects is lesslikely. It doubles the rendering 
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time, but is necessary in some situations, 
Even witti th is capablifty , inowever, care stii! 
tios fo be tal<en that the .GEO fiies being 
ported over are correctly modeled and/or 
translated. 

A tot of energy has gone into chong- 
ing the way scenes are perceived and 
manipulated on the main screen in SA4. 
The "IVlove Square" (from earlier versions) 
has been replaced by six new direction 
buttons and a distance field. These allovy 
you much more intuitive control over the 
placement of the composition. The cam- 
era can be moved in any direction quite 
easily because of the addition of these 
new control features. 

Novi' SA4 con produce night skies, 
replete with stars. Stars have real-wortd 
data, and are treated like 3-D objects. The 
Night button is simply toggled on in the Sky 
Control Panei.andthena.GEOStar Object 
file is loaded. Each click on the elevation 
map view places o star in the night sky. I 
discovered that a landscape rendered vi/ith 
the starry sky con manifest a moon-gray 
color if you play with the palette a little (or 
by setting the snow to generate at a very 
tow level, covering the landscape). Trees 
seem to confuse the appreciation of the 
night sky feature, so I turned off the tree 
generator. 

DEM Londscapes now may also be 
loaded from the Map screen , allowing you 
faster placement of the Camera angle and 
other imported objects. The main screen's 
preview window is now noticeably faster in 
rendering time. The only slow down comes 
with the manual placement of trees or the 
addition of 3-D objects. The algorithm that 
addresses the automatic banking of the 
camera has been redone, and is much 
smoother. 



Using VideoScape 3D Objects 

it's interesting that the VideoScape 
format has become the standard 3-D ob- 
ject pathway in several Amiga 3-D pro- 
grams, in that it can be both loaded and 
saved by many of them. Perhaps it's be- 
couse it is both code-accessible and be- 
cause it interfaces so well with Toaster 
applications with Lightwave. There are 
volumes of VideoScape .GEO object disks 
in the public domain. Toaster users have 
additional dozens of Lightwave objects on 
file, which con easily be transformed by 
Plxel-3D Pro and Syndesis Interchange into 
the -GEO format that SM expects. 

You have to remember to adjust the 
Light settings before the final rendering of 
.GEO objects in SA4. You can tell immedi- 
ately when they ore illuminated poorly by 
looking at them on the main preview screen , 
because they will look like dark silhouettes. 
Also be careful about trying to use .GEO 
objects with thousands of polygons, like 
the Beethoven or Triceratops files from 
Lightwave. These objects have so many 
polys they will not render as lighted ob- 
jects, at least in this SA4 revision, but are 
written to the landscape as dark blobs. 
When playing with the way objects appear 
in the light, adjust the light until you get 
the detail you wont on the main preview 
screen. Of course, some darker settings 
can give drama to your picture, so adjust 
the lighting according to your needs. 

The initial process for loading a 3-D 
.GEO object is simpie. Just select Object/ 
Load from the map screen, and you're 
presented with o requester of SA4s object 
tiles, as well as a standard requester that 
allows you access to all disks on the sys- 
tem. I experimented by using the X-15 
.GEO file from Pix-Pro, and saved it to RAM 
OS a VideoScape.ASCII fife. Then I loaded it 




into SA4. Objects are in proportion to the 
huge dimensions of the visible landscape, 
so I used SA4s Object-Size controls to 
enlarge the plane about 20 times, I then 
tilted it on the North axis 40% so that its 
shape could be better appreciated when 
rendered on the main preview screen, and 
changed the color of the sky to my liking. 
I played with the altitude of the object, 
raising it off of the ground. 

When you load in any object, its object 
center is always placed at the ground level 
where it is positioned. This means that 
everything has to be raised (on the Z-axis) 
inorderthat it canbeenseenabove ground. 
I imagine a nice animation could show 
something rising up from the ground itself. 
There is a toggle on the elevation screen 
that shows the settings for the Object 
when It is chosen, or for the camera when 
it is selected. This way. you con see the 
altitude of the ground plane compared to 
thatof the positioned object, and con also 
distinguish the other settings for both 
camera and object (East/North headings, 
Direction, Pitch, and Speed). 

The visual interface for banking and 
altitude controls, new to 4.0, helps a lot 
when positioning objects. Another great 
feature of SA4 is that any object that you 
change and then name differently is saved 
automatically to the object directory for 
further use. This means that when it comes 
time to animate features, they can be 
independently se I acted .thoughallmaybe 
clones of the same object. 

It's probably going to be only a matter 
of time before Natural Graphics adds even 
more features to Scenery Animator, but 
until then the competition has their work 
cut out tor them. Various DEM files are still 
available on disk that cover most of the 
scenic wonders of the United States. My 
favorite way to generate scenic environ- 
ments, however, continues to be using the 
random fractal generator on boord to de- 
sign my own worlds from both random 
seed numbers and alterations of the VE 
Factor (changing the proportion of the 
Vertical Elevation). As port of this release. 
Natural Graphics is making a serious up- 
grade offerto all Amiga users of any Amiga 
fractal scene generator. Just send in the 
cover ot the manual of the other scene 
generator (this also applies to any paint 
program software manual cover) along 
with S40, and get a copy of SA4 In return. 
Users of registered previous versions of 
the program con get it for S35. With the 
upgrade, you can get scener/ disks for half 
price. The suggested list price of SA4 is still 
S99, 



Natural Graphics 
4603 Slate Court 
Rocklin, CA 95677 

(916)624-1436 

(916) 624-1406 FAX 

Inquiry #231 
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Writing Script Files, Part 2 



If you remember from last month, I described script files, their pur- 
poses, and ways to write simple ones. This month I will begin to cover 
some of the more complex aspects of script writing. Let me warn you 
that this can be confusing. Those of you who have experience with 
programming will see the similarities between programming and script 
writing and will have no trouble whatsoever. If you are new to comput- 
ers and have never dabbled in programming, though, this may be rather 
complicated. 



First of nil, I will assume that anyone reading this article has 
read my column before. I assume that you have at least some 
fnmiiiarltv with most AmigaDOS commands and a text editor. 
These items ha\'e been covered in the past year or so. 

There is a select group of AmigaDOS commands specifically 
used for writing script files. Among these are ASK, ELSE, ENDIF, 
ENDSKIF, FAILAT, IF, LAB, QUIT, and SKIP. AddiHonally, ECHO 
is used extensi\'ely in connection with script files. Some of these 
commands, especially FAILAT and IF, can be rather o\'erwhelming, 
so J will try to keep things as simple as possible. 

For this article, we will produce a \'ery simple script file in 
order to learn how to use a few of these AmigaDOS commands. 
When the script is executed, it will ask the user a question. After the 
user inputs his answer, the script will continue with its execution. 

Here is the script. 

acho *"• 

ecbo ^Walcome to DirChec>c, a utility for providing" 

echo "a directory Liscing of specified drives.'" 

echo *"* 

ask "Would you like to have a directory listing of drive dfO:?" 

if warn 

echo Very good. Hare ia your listina tor drive dfO:. 

dir dfOi 



echo Very good- Ho listing far drive dtOi. 
endlf 
echo "" 

ask "Would you like a listina for drive dfl:?" 
if varn 

echo Very good. Here ie your listing for drive dfl;. 

air dfl! ' 

else 

echo Vary good. No listing for drive dfl:. 
eiidif 
echo "" 
echo ThanX you for uainy DirChsck. 

I have not indented this script to offset it from my article, for I 
wanted you to see exactly how it looks, line per line. First of all, the 
script file is, at it says, a utility program called DirCheck. It simply 
asks the user if he would tike a director}' listing for drives dfO: and/ 
or dfl:. If you like, you could add other drives to the script. 

Now, let's look at the AmigaDOS commands used in the script, 
starting with .ASK. This command is similar to the INPUT command 
in BASIC programming. It simply asks the user to input some type 
of information. In this case, all the user needs to type is a "y" for yes, 
an "n" for no, or hit the return for no. The format for this command 
is 

hSK <prompt> 
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The prompt can be a single word or an entire line. If spaces are 
included, the entire prompt needs to be placed within quotation 
marks, as in the DirCheck script above. When the program is run, 
there will be a pause in its execution until the ASK prompt is 
answered. After "y," "n," or the retrurn key is hit, then the program 
will continue. 

The next item in the program is the IF statement. IF suggests a 
condition. Programmers will be acquainted with this concept. If the 
condition is met, then the next item in the script will be executed. If 
the condition is not met, though, e.xecution of the program wilt 
continue with the ELSE statement, entirely omitting the IF block. In 
DirCheck, the IF block consists of the following lines: 

if warn 

BchD Very gcDd. Here is your liBting tor drive dtO:. 
dir dfO: 

Notice first of all that the second and third lines are indented. It is 
not necessary to do so to make the program run correcth'. Kather, 
this is a programming technique which simply allows the author 
and user to see the block clearly as a group. 

Tile condition here is expressed by the WARN keyword. 
Technically, WARN is a condition flag. Conditions include four 
return codes. 0-4 indicate no error, 5-9 warn of an error, 10-19 shovs' 
that an error has occured, and 20 or above indicate program failure. 
The standard codes are 0, 5, 10, and 20. "Y" sets the condition flag to 
5 while "N" sets it to 0. Thus, in the script abo\'e, when the user 
answers the ASK statement with a "y," the IF statement is true since 
WARN and 5 are identical. Since the statement is true, the IF block is 
executed. 

YoL! could reverse the 1 F and ELSE blocks if ^'()u i\'ish, 
substituting "no error" whore WARN appears. If you do so, be sure 
to use quotation marks because of the space between the two u'ords. 
Nkuv, if "n" is gi\'en as the answer to the ASK statement, the IF 
block condition is true, for "n" equals 0, or no error. 

When the condition of the IF statement as printed above is met, 
then the block is executed, l-irst, the ECHO statement is executed. 
This prints everything after the word ECHO (I'll discuss ECHO 
later). Then the next line is executed, the DIR statement, and a 
directory listing for drive dfO: is printed to the screen. 

Once this block is executed, control moves to the next line, the 
ELSE statement. ELSE is the option available if the IF condition is 
not met. Let's look at the lino again. 

ttlse 

echo Very good. Ho listing for drive dfO:. 



block is embedded within another, as demonstrated symbolically 
below: 



IF COmiTIOH tl 
IF COKDITIOH #! 
ELSE COHEITIOH 13 
KLSi COKtltlOH 111 
EKDIP 
EHDIF 



This is just one way of nesting an IF/ENDIF block. 

Now, on to ECHO. I discussed this command in some detail in 
one of my first columns, so 1 will not go into such detail here. 
Basically, ECHO prints to the screen v^'hat follows it. In deference to 
ASK and some other commands, quotation marks are not needed if 
spaces are used, but it is a good idea to use them anywav. You will 
notice that at times 1 have used ECHO in this manner: 



This is done to create an empty line for easier rending. In BASIC 
programming, for example, you woLild got the same effect by 
placing PRINT on a lino by itself. 

In most instances, a program such as this one is not really 
necessary, for it is much easier to simply h'pe 

DIR DFO: <!1ETUSM> 

or 

DIR DFl: <BETURH> 

when you want a directory listing. But what if someone is using 
your machine who is not as computer literate and has no concept of 
using AmigiiDOS commands. VVell, he could use the Workbench, or 
you the programmer could prepare script files for that person. 
Although such script files are not very common among Amiga 
users, those of you familiar with the world of MS-DOS knov\' that 
batch files there are quite common. However, with the advent of 
Windows, the DosShell, and other more user-friendly environments, 
such batch files may begin to fade away. There really never has been 
the need for them with the Amiga's point-and-click Workbench. 

If any readers have written some useful script files, I'd like to 
hear from \'ou. Some may be worth sharing with other readers, so 
send them in. Next month, I'll complete this short series by looking 
at other .^migaDOS commands that are used in writing script files. 

•AC' 



If the user answers "n" to the ASK statement, the IF condition is not 
met; in other words, he docs not want a listing of drive dfO;. Thus, 
control passes to the ELSE statement, and the two sentences 
following the ECHO command are printed. If the condition in the IF 
statement is true, though, the ELSE block is skipped altogether. 
Control then passes on to the next line, the ENDIF stalenient. The 
ELSE statement is executed only under the condition that the IF 
statement is not met. 

Every IF statement must end someivhere with the ENDIF 
statement. This command shows that alt parts of a condition arc 
finished, it is also possible to have nesting, where one IF/ENDIF 
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B.A.D. Utility on AGA Machines 

Greg Bastow wrote via e-m,iil regiirdinj^ prc\'ious comments 
about B.A.D. utility .software. 

/ tried iifivg B.A.D nt work on Ihcic inadmcf., it worked fiiK en the 
Amiga 1200, InH it could)i't fcau to find tlie hud driivs on Hk A4000. It's 
quite strange, don't intdcKtiind irlii/ — nnist be something different about 
the SCSI on-top-of-IDE implementation on tlicm. 

Reid Bishop, the uuthor of B.A.D., if difficult (o get n hold of due to 
hii moving to ii ncio lioiue, and taking ou a new job. /!.< soon iis lie is 
settled, I hope to see whether he cidi fix the problem or s uggest a 
workaround. 

Greg further suggested that he likes AmiBack Tools, and noted 
that it is currently in version 2.0. He listed several features of tlie 
latest version, .AmiBack Version 2.0g. He noted that there are many 
improvements nnd biig fixes in the latest version. 

AmiBack Tools is available from: 

Moonlighter Software Development, Inc. 

32U8-C l£. Colonial Drive, 

Suite 204 

Orlando, Florida 32803 

voice: (407) 384-9484 

fax: (407) .384-9391 

B.A.D. Utility on Workbencti 2.0 

Mike bellino writes regardijig his experience with B.A.D. His 
comments were prompted bv John McCollistcr's letter from the 
August 1993 "Bug Bytes." 

I cnunol help with a fix, but I hiul e.xncthf the same problem with 
B.A.D. softirnre. Last $iimiuer I upgraded to WB 2.04. A few days later I 
tried to optimize my hard drive with B.A.D. as I had done oceasioimlh/ 
before. Several hours later li.A.D. declared the operation successful. When I 
rebooted, my hard drive urns found to be U'ith hundreds of file and 
checksum errors. Like Mr. McCollister, several phone messages left it'ith 
MV Micro uvnt unanswered. 

Given Mr. McCollistcr's story and my own experience I think we can 
conclude then that B.A.D. doesn't work reliably under IVB2.(). And 
further, that Centaur Software and Ml/ Micro are truly apathetic. 

My only suggestion is to consider Quarterback Tools Deluxe. After 
backing up my hard drive beforehand (boy, did I ever learn nni lesson) I 
found that Quarterback Tools Dclu.xe did functionally optimize my hard 
drive. 



STAT-RAM2.1 Recommendation 

Bill Soronsen sent e-mail regarding Rob Knop's comments in 
the August 1993 "Bug Bytes" about using ASDG's recoverable RAM 
drive. 

Users of that program <and users of RAD) should lake a look at 
Richard Waspe's STAT-RAM 2.1 (available on Portal as 5lalRam21.lha). 
As STAT-RAM uses FFS, it's a huge improvement. It does require 2.04+, 
however. 

Pacific Periptierals Subsystem and ttie 2090 Board 

Pete Guerin sent e-mail regarding the solution to his problems 
posed in a previous "Bug Bytes." He writes: 

I've solved my problem with the Pacific Peripherals Subsystem and 
the 2090 board. It turned out it was not the bus signals as ! had suspected. 
The Amiga was constantly rebooting because it had an older ROM version 
in it. The Amiga -d'Uli the Bodega Bay attached, (in ivhich the 2090 board 
did ivork) had version 1.3. And the Amiga attached to the Subsystem had 
version 1.2. 1 ivent to my local dealer and purchased a used 1.3 ROM, 
installed it, and the 2090 board worked great! I only wish 1 had thought to 
visually compare the ROM versions before I attempted to diagnose the 
other chips. Doing that tvould hazv saved me from purchasing replacement 
chips for the CIAs, GARY, etc. So, today 1 just wanted to say tha}iks again, 
and if someone else writes ivith a similar problem, please encourage them to 
check their ROM -version first before going to other drastic measures, such 
as shelling out dollars for chips. I also wish 1 had known about the Amiga 
Diagnostic Kit at the time. 

AdRAM 540 Clock Problem 

Fete also commented in his letter about his hardware clock 
raodification that was mentioned in a previous "Bug Bytes." 

J want to say thanks for the suggestion that my problems with the 
AdRAM 540 clock might be due to other hardware on my machine. Since 
there doesn't seem to be a lot of grumbling about the 540 Ixiard's clock fiom 
other people, I can oidi/ assume this nnist be the case. But since I've solved 
the problem with my hardware switch, I'm not going to try and figure out 
who the culprit is. just in case someone else does write with a similar 
problem, my hardware configuration follows. I have an Amiga 500 (Rev 5 
motherboard), with an AdRAM 540 board, attached to a Bodega Bay 
expansion chassis. In the Bodega Bay is a CVP Scries II SCSI controller 
ivith SMB RAM expansion (2MB populated), a Commodore 2S6 AT 
BridgeBoard and a Western Digital (16-bit) MfM Hard disk controller 
connected to the PC bus, controlling the hard drive for the BridgeBoard. 

X-CAD Designer Dongle 

Dave Silva writes to comment on his experience \vith the X- 
CAD Designer, and has some comments regarding Rick Green's 
original request mentioned in the June 1993 "Bug Bvtes." 

X-CAD product support is supplied (capably) by a company in 
upstate Nexo York -CRAFX Computing. I was having difficulty loith my 
X-CAD Designer recognizing the dongle after updating to v 2.04 ROM's. 
I sent a letter to CRAFX, ami within five days, one of their representati-ves 
called me (long distance) to follow up (U! my problem with the product. For 
a minimal fee they sent me an updated ivrsion of the program -which -works 
like a champ under OS 2.1)4/2.1 . 

Contact technical support at 
GRAFX Computing 
6680VViltsieRoad 
Panama, .NIY 14767 
(716)782-2468 
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aillfil nw f/tipy iliflniicc) la foUow up on nuf probhnii with Ihc product, for 
II iiuuimnt fir lluy soul iiic iiii updated version oflhe program whicli workf 
tiki' a chmnp under OS 2.04/2.1. 

Contact technical support at: 
GRAFX Computing 
6680 VViltsiu Kond 
Panama, NY 14767 
(716) 782-2468 

Online! Platinum Edition 

Ku'Viii Arvin wnite via o-niail with a questiim about Online! 
Platinum lidition. 

I'm imtiitg about a bug in Online! Platinum Edition v 3.03 for the 
Amiga. It hadn't luorked properly since I upgraded to WB2.0. The problem 
is Itwt it opens up an oversized (640 .v 400) lo-res uon-interhiced xreen at 
startup wliielt can't be changed to anytlnng else by the preference controls. 
The main and rcvieii' windows open up to full screen size, which means 
that you have to fish around blindly unlh your mouse off the monitor 
screen to find the i-esizing or shrink gadgets to resize the window to 320 x 
200 size so that you can sec ei'cn/thing. 

The other program functions still xvork properly so aside from those 
inconveniences the program is still usable. 

I u'lis wondering whtihcrnu upgrade is available that fixes Ihis 
problem, and if so, Jiow do you gel it? 

I tried contacting Micro-Systems software, but they've left their West 
Palm Beach address and have left no fonoarding address. A call to West 
Palm Beach Directory Assistance will get you a phone number, but the 
company you reach is not affiliated with Micro-Syslems Software, and does 
not have exact h/ the same name. The receptionist noted tlmt she gets several 
calls a week from people ivho are looking for MSS. Does anyone know of 
their ivhereabouts or have ami information about the company? 

WordPerfect 4.1 Date Function 

Kevin Ar\'in also ntited a problem u'ith WordPerfect 4.1's date 
function. 

There's a bug in WordPerfect's Dale function. If you have it output 
the time In AM/PM format it will always print AM when the hour is 12 
regardless of whether it is the nooji or the midnight hour. 1 have version 4.1 
for the Amiga but I've noticed this bug in all of the previous versions I've 
had as well. 

PC286 for GVP Hard Drives 

Howard Clayton of VVaxhnw, NC, writes regarding Mario 
Vactvon's questions mentioned in the August 1993 "Bug Bytes." The 
latest software version is version 3.0, u'hich should be free, He notes 
that it is available by just calling and asking for it. He continues. It 
might not be the PC2S6 hardware/software, but the settings the IBM 
program is looking for. WindcriV$,for example, likes the AT&T Mono- 
chrome. 



More on fvlaverick 

Several people wrote to provide an address for the disk utility, 
.Maverick as requested by R. Everett in the August 1993 "Bug Bytes." 
In the September issue, I neglected to provide the distributor's 
address. I visited ^vith a representative from Softiva re Support 
International, and found that they are the sole distributor of the 
program at this point. The current price of Maverick version 5 is 
S24.95 and it is available from: 
Software Support International 
2700 NE Andresen Road, Suite A-10 
Vancou\'er, WA 98661 
(80t)) 356-1 179 

Networking on ftie Amiga 

John Klos writes regarding his options for netivorking his 
A3000T with an MS-DOS netv\'ork. He asks, Are there any peer-to-peer 
networking programs for the Amiga to allow comnninicalions with PCs 
using Netware Lite? I'm azvarc ofOxxi's programs, but they're for real 
Novell. 

If I were to put an A23S6 BridgeBoard and a PC ethernel card in this 
Amiga, would AmigaDOS hai'c access to drives made available through 
Net-ware Lite? Wliat about Printers? 

Are there any PC networking types who can help John with his 
questions? My only suggestion is to explore Commodore's own 
Ethernet card that is meant for native AmigaDOS, and doesn't 
require a BridgeBoard. I can't answer whether or not it's compatible 
with Netware Lite, however. 

Print Problems on the Amiga 1200 

Chris Henschen of Bowling Green, OH, writes with a question 
regarding print output on his A1200. Chris is ha\'ing problems with 
both Professional Page 4.0a and E.xcellcnce! 3.0. In Pro Page; he gets 
page length output of only 8,33 inches, and Gold Disk tech support 
suggestions, including piacing two text boxes below the main box, 
haven't helped. Excellence! 3.0 omits the first four lines of any 
document when it prints. Chris also tried writing to Micro-Systems 
Sothvare for assistance, but his letter ^vas returned with no 
forwarding address (Sec the excellence! bug report listed above). 



That's all for this month. If \-ou have any workarounds or bugs 
to report, or if vou know of any upgrades to commercial software, 
you may notify me by writing to: 



John Steiner 

c/o Amazing Computing 

Box 2140 

Fall River, MA 02722 



A2002 Monitor 

Mr. Clayton also notes that he has an Amiga A2002 monitor 
that seems to lose one scan line in a hi-res screen after it's been on 
for about an hour. As an example, the program Diskman's hi-res 
screen has extremely fuzzy characters ^vhen the monitor exhibits the 
problem. Does anyone ha\'e any suggestions as to which component 
or components in the monitor might need replacing? 



...or leave e-mail to 

John Steiner on Portal 73075,1735 on CompuServe 
Internet mail can be sent to John_Steiner@cup.portal.com 
FAX John Steiner at (701)280-0764 
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Making Waves: 
Aladdin 4D Tutorial #4 



bif R. Shamms Morticr 



The visual artist, and especially the animator, loves the essence of the 
wave. No matter that the affected surface be swirling water, gently blow- 
ing sand, thick fiery waves of lava, or gas plasma ripples caused by a 
warp in spacetime, it is the action and interaction of waves that somehow 
stand apart from the material being considered. It's not the substance so 
much as the traversing of the form in defined patterns that excites us 
visually when we notice waves. Small wonder then that this same visual 
magic has found its way to computer graphics and animation, and even 
smaller wonder that the Amiga's own Aladdin 4D software from Adspec 
brings it to us with such variety and quality. 



Uav« SaurcB Control 



Options Galore 

Tnke a closf look at Higure A vvhite you read through this 
tutorinl. It is n screen dump, somowimt enlarged, of the "Wave 
Rcquuster" in Aladdin 4D, and pops to the screen when you use the 
command "Wave-Add" at the 
bottom of the "Polygon" menu. 
It is assumed that you have 
Aladdin 4D to make use of this 
tutorial, and that you either 
have first-hand knowledge of 
some of the directions given, or 
that you have kept up with us 
so far in this series of Aladdin 
4D tutorials in Amnziiig 
Computing. 

The top of the requester is 
dedicated to the same anima- 
tion controls as we have 
outlined in all of the other 
Aladdin 4D "Lists." These 
sliders allow you to add effects 
one on top of another and 
decide when each begins or 
ends. Or, even better, you could 
5electivcly create unbelievably 



lovely modulating ivave textures that looped and danced in 
unexpected ways that would amaze vour .mdience. One use for 
wa\'es would be the o\'erhurdened logo, the one that vou just can't 
manage to fly around the sci'een anymore in unique ways. Waves 
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can breathe new life into any animated 3-D object, and can also 
be targeted to a flat 2-D plane in A4D. 

Having co\'ered the fop third of this requester's data in other 
tutorials, let's skip down to the bottom two-thirds, starting with 
"Wave Types" on the left. Tliere are six separate wave types in 
Ataddin 4D: Spherical, Linear X, Y, and Z, Multi, and Bumps. 
Spherical waves are like those caused when you toss a roci< into 
a pond, and watch as ripples spread out froin the impact. Linear 
waves can be targeted to any axis (XYZ), and mo\'e more like 
waves at the beach, marching onward on a somewhat flat plane. 
The Multi wave selection causes more than one ripple to occur 
on a targeted object (flat or 3D), and is used mostlv to emulate 
random impacts of spherical waves (raindrops on water, 
meteorites on a planetoid, etc.). Bumps, the last A4D wave 
category, are used to give your impacts a better 3-D look, so that 
even textured rock surfaces can magically lake on wa\'e effects. 
As you can sec from Figure A, the Multi option also allows you 
to set the range (of wave sources in XYZ) and spacing (dimen- 
sion of the XYZ grid) of multiple waves. For the other wave 
types, these options are ghosted. The same is true for the OffSet 
controls below. 

Moving to the right, we see the off /on toggle for FIXED at the 
top. A FIXED wave is one that has a steady effect on a moving 
polygon that has its wave sensitivity turned on, as if the wave 
source's position were "fixed" in relation to the polv-object. 
Turning FIXED off will allow the poly-object to exhibit a more 
natural effect with the wave source dependent upon proximity 
to that source. 

The TYPE setting can be either cyclic (linear directed o\er time 
or start to end) or periodic (ping-ponged over time, or start to 
end to start for each animation). 

Now let's move to the soul of A4D's wave generator, the table 
of exit/entry data in the columns at the lower right of the Wave 
Requester. Let's look at the items one by one, describing them 
verbally. Then, as later reference to the accompanying figures 
will show, we will play with these parameters and see the effects 
of our actions, thereby "learning" visually. There are six terms in 
these tables. Each can have one value for entry (the start of an 
animation) and a separate value for exit (the end of the anima- 
tion). This means that wave parameters can change in an infinite 
number of ways over time. 

WAVE NUMBER: The default here is "1," meaning that there is 
one wave generated at the source point. Changing this number is 
like generating many more wa\'es at the source. The effect is to 
have thinner, interactive waves when the number is higher, and 
a more defined wave when we leave the number set to its default 
ofL 

AMPLITUDE: As in terms that deal with sound, amplitude has 
to do with wave "loudness" or (in \'isual terms) the perceived 
"depth" of the wave from trough to crest. 

FREQUENCY: Musical sounds that are of a lo\v frequency have 
their waveforms spread out, while "higher" frequencies (higher 
sounding events) have waveforms that look more scrunched up, 
and so it is here. Less frequency produces thicker wa\'es, vvhile 
higher numbers create thirmer whisper)' forms. 
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PHASE; Waves are basically shaped like sinusoidal forms, meaning 
that they ha\'e a high point (crest) and a low point (trough). In A4D, 
a wave that moves outward from an impact center has an entry 
setting of 1.0 and exit setting of 0.0. The opposite, and values in 
between and ] can also be used. It is especial!)' true of waves that 
are set at different related phases that produce unique and some- 
times bizarre results. This is so because their meeting creates varied 
interference patterns. 

MAX/MJN Distances: These have to be played with visually to 
learn and appreciate. TTney are, however, fairly self explanatory. 
MAX is the farthest distance from a polv-object set to receive waves 
that the wave \viil ha\'e any effect, and MIN is the minimum. Very 
subtle v'isual changes, however, are created when these numbers are 
tampered with. Always tamper radically so that the results are 
obvious and you can appreciate and learn the pattern involved. 

Verbal Isn't Visual 

It is dIfficLilt to understand the "meaning" of visual work by 
verbal descripti\'e means. It is only when you start to actively play 
with these tools that you can truly appreciate the way that they 
work, Verbal tutorials are only a surface introduction to that 
process. A middle step, however, might be to call your attention to 
the figures that I have created to display how altering some of the 
parameters affects a simple object, and later to examine the frames 
of a wa\'e animation that uses mixed wave sources. All of the 3-D 



spheres have been texture mapped with a complex texture 1 created 
so that the waves would show up more clearly as the surface was 
being warped by their presence. Placement of the light source is also 
critical to delineate the curvature and depth of the wa\'e. 

Conclusion 

By the way, OpalVisimi was used to print out all of these 
examples in 24-bit reality. I hope you have a better grasp on A4D's 
Wa\-e creations with this article. When you add a wave, you can also 
alter it later by calling up the requester again, and sampling your 
efforts. A4D has awesome cnpiibililk-s when it comes to wave 
creation and movement. 



•AC' 
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Clouds in Motion 



Using Animated Clouds 



Scenery Animator from Natural Graphics costs about $100, but it has many options that 
are very valuable to the Amiga artist and animator. For one, it is the only fractal scenery 
generator at the moment to be able to input VideoScape-3D ASCII object files. Now you can 
place all of the 3-D objects imaginable into real digital-world environments. As long as you 
can get an object into the VideoScape-3D ASCII format. Scenery Animator can bring it in. The 
whole look and feel in Scenery Animator 4.0 as compared to earlier versions is totally 
different, including its ability to address the special AGA modes of the 1200 and the 4000. 
There's even a method for manually placing the Oa k and Redwood trees anywhere you want 
them, and a main-screen way to change the camera view. With all of that, however, the 
subject of this article is to point out how you might generate and use Scenery Animator fractal 
cloud animations, something even owners of Scenery Animator 2.0 can do. 
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The Scenery Animator Fractal Cloud Requester 

As shown above in Figurel, the simple iind classical design of 
the SA4 Cloud Reciuester belies the fact of its power and versatility. 
The interface design of the Cloud Requester is fairly simple to 
understand. First there's the cloud on/off toggle itself in the upper 
left. Next to this is the "Blend" toggle. Blending refers to the 
background, and either contains blends from a horizon to zenith 
color or just one color. If you work in DCTV, 256 AGA, HAM, or 
HAMS, the clouds have a look of fine fog or smoke, much more 
realistic then their 16-color counterparts. 

The "East" and "North" generates cloud "offsets" in meters, so 
that they may be carcfullv moved into the ^'ievv you desire in the 



picture. It's like being able to turn the sky as well as the land. This is 
an adjustment that ivorks in conjunction with the camera angle 
which is set on the Map or Elevation screen (see Figure 2). "East" 
and "North" refer to movements of the Camera or sighting device 
(your eye). Then there is the is the "Night" toggle. If \ou ivant to 
add in some stars, then thev are positioned in the sky like other 
input objects. The colors of both clouds and the sky background is 
adjusted in the "Screen" requester, where a palette indicator shows 
two buttons next to "Sky." The program uses both colors to produce 
a contrasted clouds image against .1 background. As an experiment, 
try yellow clouds against a red background for planetscapes, or 
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3 difterent SA4 "Cloud" Animations- 
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Figure 3. A selecton of frames from several Scenery Animator 
cloud animations. 



even for sunsets of fire. For an extremely hallucmogenic appearance, 
try the colors black and violet. Right now, colors can't bo animated, 
but we can hope that in a fiilurc Scene Animator release [hat this 
will be made nvailnble, This would alk«v for such things as 
animated sunrj.sus and sunsets. 

The three input boxes on the right are very important. They are 
"Seed," "Altitude," and "Densitv." Seed .starts a random number 
generator that determines the shape of the clouds. Thouj^h the seed 
factor does not as yet help In the production t>f animated morphs 
(you can't create a seed keyframe different from another and hope to 
animate the difference), both Altitude and Density are primary in 
the animation of clouds. Altilude represents the height at which 
clouds start, and Density is a percentage of sk\' covered bv clouds. 
Both of these can be set differently in animation keyframes. 

Another factor that is important in SA4 cloud animation can be 
seen on the Map screen (see Figure 4). The led angled lines on the 
dark field represent the camera direction of sight and the lens angle. 
Both of these can lead to animated results when changes take place 
from one keyframe to another. Basically, the lower the number in 
the Lens input area (to a minimum of 18 \vhich equals 90 degrees), 
the wider the camera lens gels (the internal angle of the red lines of 
sight). 
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The SA4 Animation Process 

S.'\4 creates animations via a standard keyframe method in 
ii'hich you tell the program which settings are to be used (positions 
of the camera, directional path, etc.) as keyframes, and it then 
generates the in-between frames. In SA4, straight and curved 
animation paths may be mixed, and the camera can be told to stay 

tangent to the path. Keyframe 
editing controls reside on both 
the Main and Elevation screens 
for ease of use. There is no limit 
to the number of keyframes you 
may create, but be aware that 
SA4 animations may change 
every pixel on a screen, making 
animation storage quite bulky. 
Plus and .Minus buttons add 
and delete selected frames, and 
the number of t weens can be set 
as well. ANIM starts the 
rendering. Frames are pro- 
cessed according to the settings 
made in a pop-up Animation 
Frame Range requester. There is 
a special setting that allows j'ou 
to make changes to all frames at 
once, without ha\'ing to adjust 
changes to each frame in the 



Figure 2. Scenery Animotof's Map screen shows a top elevation of a scene and gives you visual 
control over the camera's position and focal angle. 
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1. Clouds rendered 
witb blei>d oi>. 



2. Clouds rendered, 
witb blepd 01^. 



2. 



Figure 5. Here we see the difference between turning the Blend 
setting on or off. 

animation. Animations can be generated as ANIM compressed 
formats or as single Ir'rames. 

Varieties of Cloud Animations 

There are several ways to animate clouds in SA4, and each one 
creates a specific look suitable to an animator's needs. I have found 
that the standard IFF renderings of clouds are suitable for anima- 



tions that require a painterly look, whereas photo-realism is 
addressed best by 24-bit and I-IAM8 renderings (though the 256- 
color mode is also nice). The way that clouds are set in motion in 
SA4 opens up new ways to utilize them as either backdrops or as 
part of an internal element in n scene. 

Hey, Brett. Got a Minute? 

As an obsessive Amiga animator and a Scenery Animator 
fanatic, there are still a couple of things I'd like to see in the Clouds 
animation options, hopefully before the release of SA5. One is the 
ability (especially in DCTV, HAMS, and 24-bit formats) to animate 
the colors in cloud animations. This would open up things like 
animated sunrises and sunsets, as well as strange new color sky 
morpbs. It would even be nice to animate colors on landscape and 
sea scenes. 1 also ha%'c a fantasy concerning subjecting both clouds 
and trees to changing wind values, including directional input. Can 
you imagine a cloud-filled sky moving as a hurricane wind whips 
the atmosphere? I can. 



'AC' 
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Bars&Pipes' environmental preferences. 



While we all owe a debt of gratitude to the fine folks at Dr. T's for providing 
top quality MIDI software during the early years of the Amiga, it's hard to 
imagine where we'd be today without the outstanding line of MIDI software and 
hardware put out by Blue Ribbon Soundworks. Bars & Pipef Professional 2,0, the 
latest edition of their MIDI sequencing software program, has been on the streets 
for some time now, with more bells and whistles than a circus clown. In fact, it's 
hard to consider Bars & Pipes strictly as a Iiigh powered sequencer package 
anymore. Blue Ribbon has taken Bars&Pipes across the border into the multi- 
media authoring arena with a new set of Tools and Accessories designed to let 
you control audio, video, slide show's, the Toaster, animations, and a \'ariety of 
other items not usually associated with a MIDI sequencer. Tliose of us used to 
working with Bars&Pipes Professional will all of a sudden be able to present full 
blown multi-media extravaganzas without leaving the comforts of our familiar 
MIDI sequencer environment. 

The basic screen in B&P Pro 2.0 doesn't look a lot different from screens in earlier 
versions. You do, however, have a lot more options for laj'ing out the windows on the 
screen under Workbench 2.x, all selectable from the Environment Preferences 
\vindovv. You can elect to use the Workbench 2.0 file requester instead of the Blue 
Ribbon scrolling list requester when loading or saving something from disk, Ho^vever 
internal loads, such as those performed by the question mark button in the Toolbox or 
the Patch List requester, still use the scrolling list. Selecting the Workbench Screen 
Mode will let B&P Pro 2.0 take advantage of the AGA chipset automatically. This 
version of BStP Pro will also support virtual screens up to hvice the width and height 
of the \'isible screen. This v\'ill let you open all the windoi^'s a\-ailable and place them 
an\ivhere on the virtual screen ready to go, B&P Pro 2,0 keeps all ttus information in 
the Support drawer, instead of the S: directory as earlier versions did. AU the 
currently loaded Tools and Acce.ssories are listed in the Toots and Accessories files, 
and the path names to Songs, Patch Lists, etc., are kept in the BPPDirs file. As before, 
you can edit these files directly with your fa\'orite text and hex editors. 

The manual has been re-written and is very thorough and well 
laid out. There are plenty of graphics to accompam' the text. With a 
program as detailed as B&P Pro 2.0. I'd like to see more examples and 
tutorials, however. This is not a program to master overnight, and a 
running set of tutorials dissecting each of the many aspects and 
features of the program would be most helpful. 

Little things mean a lot 

There is a whole slew of little changes to B&P Pro 2.0 that you'll 
grow to appreciate. Since B&P Pro 2.0 was designed after Blue 
Ribbon's Triple Piay Phif and One-Ship Mufk Shop were introduced, it 
can take advantage of the different MIDI sources and destinations 
offered by these products. You can route everything from the pipeline 
inputs and outputs to the metronome destinations to alternate MIDI 
ins and outs. 

The name of the current Track has aiivays been highlighted in red 
in the Tracks u'indow. This now carries over into the Song Construc- 
tion and Media Madness windows. You can now add and modifv 
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Tracks directly from tlic Song Conslriicti«ii ond, lo n lesser degree, 
the Media Madness window ns well. It's now nctiiiiUy easier to 
move a Track in the Song Construction v\'iiidow than in the Tracks 
window, Just click on the Hand icon, grab the Track and drag it 
where you want. 

The main Transport window controls are now duplicated in 
the Tracks window and also in a Mini Transport window. If you 
finci memory and screen space at a premium and don't use the flags, 
looping and punching option.s al! !hat often, these alternatives can 
be a big help, Tlie transport controls in the Tracks \vincio\v will let 
you control al! the basic tape transport functions and the Mini 
Transport window has a button to switch between clock or music 
time and frames or video time in addition to the basic set of controls. 
You can now click and hold on the tempo in the Transport window 
and drag vour mouse to a new tempo setting. The Tools in the 
Toolbox can be displayed as icons or as icons with names next to 
them. When selected, this option replaces the question mark box 
method of identifying and selecting a Tool. You can now load your 
preferred Song setup on bootup by saving it with Save As Default 
from the Song menu. Ditto for your favorite Track. All cool stuff. 

Patch lists can no\^■ be defined in addition to scales, chords, and 
rhythms. A Patch List is made up of the names and program change 
numbers of all the sounds in a synth. Once loaded, B&:P Pro 2.0 will 
display patch names as well as numbers whenever you place a 
program change in a track. You can create them by hand or load lists 
created in The PntdiMcistcr or SuperlAM! 

The Record Acti\'ation window allows you to make global 
changes to what does and does not get recorded. By default, all 
MIDI events that enter the pipeline will be recorded over any 
existing MIDI events of the same type. The Lock button in the Mix 
Maestro has been expanded to three Lock buttons. You can assign 
one of three lock button colors to any Track, thus creating a Group 
for mixing. 

The structuring and use of Groups has been further developed 
and refined. You can create a temporary Group by holding a Shift 
key and selecting the tracks you'd like to Croup together. This is 
nice if you want to perform a Group operation, like Gathering all 
your guitar tracks together, and then forget the Group, All member 
Tracks of a Group ivill be displayed in gray in the background of 
any member Tracks graphic editor window. Just make sure that you 
haven't restricted the range of the Track you're viewing too 
severely. While you can't edit these Tracks, this feature can help you 
see pitch and timing differences. If you created a Group of your 
drum Tracks, for example, j'ou'd be able to see hov\' all the drum 
parts interrelated in the graphic editor i\'indow of any member 
Track. 

There are a fe\v nou' hvists to the use of Tools in B&P Pro 2.0, If 
you've loaded a song that uses Tools no longer in the Toolbox, B&P 
Pro 2.0 will attempt to load them for you automatically. If it can't 



Left: The Group Graphics Editor screen. 
Below: Bars&Plpes' Hit List translation. 



find them in the expected directory, it will pul up a requester giving 
you the opportunit\' to load the missing Tool from another localion, 
or even load a completely different Tool, into the Toolbox. Another 
new addition is the Tooltray. This is one of eight locations for 16 
editable copies of am' Tool. This means vou can set your intervals in 
a Modulator Tool, for example, drop il in a Tooltrav and then drag 
copies to the Pipeline or Toolpad already sel up to your specifica- 




tions. Your original Tool in the loolbo.x remains (.unchanged by 
anytliing you do to Tools in a Tooltray. You can rename Tools in the 
Tooltray to make them easier to identify as well as naming the 
Tooltrays themseh-es. You could have a Whole Step Up Modulator 
Tool, and Tritone Down Modulator Tool, and so on, all in your 
Modulator Tooltray. Each edited Tool and/or Tooltray can be saved 
individually as well. When you sa\'c a song, B&P Pro 2.0 auiomati- 
calk- sa\'es the Tooltrays along v\'ith it. 

Tooltime 

B&P Pro 2.0 comes loaded \vith Tools, some previously 
available through add-on kits, some brand new. Many Tools that 
were previously n\'ailablc in add-on kits ha\'c been reworked and at 
least sport the Workbench 2.0 3D look. 

So, what Tools are new? The Easy Off Tool filters out all Notes 
Off control changes. The General MIDI Tool lots you select and 
install patches by name based on the General MIDI spec. The Sound 
Canvas Tool does this for the Roland Sound Canvas module, as the 
Sound Canvas sends control changes in addition to patch changes to 
set up its General MIDI sounds. Grooxe Quantize lets you define a 
rhythm as a template for quantizing instead of quantizing strictly to 
a quarter note, for example. You can create a rhythm from scratch 
and save it to a clip, or suck the rhj'thm directly from the Rhythm 
Parameters, if you've set them up in your song. The Legato Tool 
allows only one note at a time to play. If a note is playing when a 
second note starts, this Tool cuts off the first note. The Pedal 
Meddler will let vou simulate the function of the three pedals of an 
acoustic piano. The Tempo Tap Tool lets you create rubato passages 
and the tempo map of a song by reading the tempo you tap on your 
keyboard as vou play. The manual doesn't mention that vou can 
also use the space bar to tap your tempo without inputting any 
notes. Make sure the Tools window is open and the Track yoii'\'e 
placed it in is active. Tlie Trigger Tool v\'ill perfoi'm a Track, Liased 
on a user-dofincd trigger note. The Track will remain inactive until it 
receives the previously defined note from the keyboard. It will then 
play the Track back. The Velocitv' Splitter sends all notes above a 
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preset velocity level down tliu pipeline mid shuffles llie rest uff to a 
different Tr.ick. 

The Pattern Tool 

The Pattern Tool is so powerful that it merits a cliflpter vi its 
ou-n in the manual. The I'attern Tool lets you record a section of 
music that you can then repeat over and over again. This is similar 
to the svay drum machines work. You program in a particular 
pattern, then link and loop it with other patterns. By way of 
contrast, the Tracks in B&P Pro 2.0 pro\-ide a linear type of 
recording. You record and perform a Track from start to finish; 
actually, you will almost always use the cut-and-paste features to 
simulate pattern recording, but the programs design concept is 
linear. 

There are certain similarities between the Pattern Tool and the 
Loop Tool. Both provide the same Free Run, Riff, and Trigger modes 
and the same Transpose and Modulate options. The Pattern Tool 
will record only MIDI Note events, while the Loop Tool will record 
any MIDI event. Except for that, the Pattern Tool is much more 
po\verful and flexible. 

Double clicking on the icon brings up a grid that looks 
suspiciously like the pattern grid in SuperJAM! You can select either 
Piano or Drum display format. Piano format will displ.iy pitches 
down the left side of the window, similar to the piano roll in the 
graphic editing window. Drum format displavs the General MIDI 
drum notes as its default. The Pattern Tool does not accept real time 
entry from your .MIDI keyboard. It took me a while to accept this. I 
felt certain that 1 was missing something in tile manual. You'll have 
to hand enter your pattern with the Pencil or paste a pattern from 
the Clipboard. I don't understand why something as obvious and 
useful as real time entry wasn't iniplemontcd. 

There is the usual complement of buttons across the top of the 
Pattern Tool ^vindow. The Magnifying Glass offers a few ne\v 
wrinkles. The Time slider lets you hand enter the note's offset. The 
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Vcl(ocity) slider sets the note's velocity and the Dur(ation) slider 
determines how long a note wilt sound. All three sliders have 
accompanying Range sliders that introduce a degree of randomness 
to simulate "feel." The Pencil, Wand, Hand, Duplicator, Eraser, 
Play, and Zoom buttons operate the same. The Start slider sets the 
measure at which the pattern will begin playing. The Length slider 
sets the length of the pattern in measures. The Repeat slider 



Above: The Pattern Tools grid. 
Right: New accessories for Bars&Pipes. 



determines how long the pattern will repeat once it starts. The Root 
slider works with the Transpose and Modulate menu items to 
determine pitch shift values. 

Unlike most tools, the Pattern Tool has a set of menu com- 
mands. You can clear, load, save, paste from and copv to the 
Clipboard and a Track, and set the grid resolution and time 
signature from the Pattern Menu. The i'erformance menu contains 
the 1-ree Run, Trigger, etc, Modes also found in the Loop Tool. The 
Note Map menu is where you select either piano or drum format for 
the grid. If you select the drum format, another set of menu options 
allow you to use the default drum map or load or save a map. The 
Preferences menu lets you select a\u(o Quantizing, turn on the 
Metronome, set the Metronome to a specific MIDI note and enable 
Auto Scrolling. 

If your drum machine conforms to the General MIDI standard, 
then you need only select the Use Default Drums item from the 
Note Map menu, if, on the other hand, vour drum machine follows 
the beat of ,i different drummer, you'll u'ant to edit the standard kit. 
The procedure is very similar to the one you'd use to edit a kit in 
SuperJAMI Click on the Edit button and .select a drum to niodifv. A 
requester pops up, plays the current sound, and displays the current 
drum name, ID#, and Note number. You'll normally lea\'e the ID# 
alone. This is how the Pattern Tool insures that each drum track i."; 
unique. You could, for example, ha\'e your kick drum in one Pattern 
Too! set for B2 and you tympani roll set for B2 in another Pattern 
Tool. Unique ID#s per Tool help keep e\'er\'thing sane. 

Your drum machine may ha\'e more sounds than the General 
MIDI kit. In this case you'll want to add some sounds and locations. 
Simply select the Pencil, click in the drum name area and a default 
requester will pop up. Fill in the necessary information and your 
new drum is added to the list. You can duplicate, erase, and move 
drums to suit vour needs as well. 

Graphic editing changes 

Much of the graphic editing features and display make the 
jump from earlier versions to B&P Pro 2.0 without any changes. 
Some, however, are new and/or improved. You can refresh your 
screen by hitting the Return key at any time in the Edit window. 
You can set multiple notes to the same length by deselecting Lock 
Wand to Note, changing one note's length then dragging the Wand 
through the other notes you'd like to change. They'll all be set to the 
length of the edited note. The Selective Toolize option in the Edit 
menu is new. It lets you determine the o\'ents and range of notes 
that will be Toolized in a track. The Sho^v menu items that you 
prefer can now be selected and sa\'ed with each song, including 
your default song. The Bounding Box and the Magic Wand now 
^vork together to allow you to tie notes across measures. You can 
switch between the music time and SMPTE time by clicking on the 
notes/film strip icon. When the film strip is acti\'e, all c\'ents are 
displayed on the hours:minutes:seconds:frames timeline rather than 
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tliL' brais Olid iiiLMSuros timeline (in fnct, the notes/film strip icon 
nppenrs in manv windoivs, includinj^ llic Mini Transport oiid tlio 
Tumpo Map, among others). In earlier versions of Bars&Pipes, you 
could liear only the track being edited when you selected the 
loudspeaker icon. Tliere is now a menu item called Perform All 
Tracks in the Prefs menu that will play your edited track with the 
re.st of your piece. In earlier versions, you'd have to save the track 
before you could liear it in context. This option lets you compare the 
proposed edited version of a track with the current version. Clicking 
on the piay button in the Transport control ^viU perform the piece 
before the proposed edits, while clicking on the loudspeaker in the 
track edit window will play the edited version. 

You won't have to switch constantly between the Wand, Pencil 
and Hand to edit note lengths and move notes. Two new menu 
items. Drag With Pencil and Lengthen With Pencil, allow you to 
duplicate the Wand and Hand fimctions while still using the Pencil. 
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The two are mutually exclusive. Once you've drawn a note with the 
Pencil, you can change a note length simply by clicking on the note 
and dragging the end to its new length if Lengthen With Pencil is 
selected. Similarly, you can mo^'e the note or other event up or 
do\vn the staff b\' grabbing it and sliding the mouse up or down, 
just as if you'd activated the Hand icon, if Drag With Pencil is 
chosen. 

There is a wider range of note-locking options in B&P Pro 2.0. 
In earlier versions, you could lock notes and other e\'ents only to the 
default note values. V. 2.0 adds the ability to lock to the resolution 
value selected in the Notation menu, or to a grid that corresponds to 
the rhythm selected in the Song Parameters. You can aLso lock to the 
flag alignment set in the "Align with ..." menu item. 

The Time Line Scoring features make the jump to 2.0 with a 
few changes. There is now a Combine TimeLine set of options that 
give you more control over how certain parameters of each song are 
calculated, If the Section option is selected, B&P Pro 2.0 makes a 
new A-B-A section list out of the component parts. The same is true 
for the Tempo ,Vlap and Song Parameters options. If anv of these is 
not selected, B&P Pro 2.0 uses the parameters that were part of the 
song when it was originally loaded into the timeline. 

Tablature for guitarists 

The Tnblature menu item in the Show menu displays notes as 
fret numbers on guitar strings. This is a great feature for the MIDI 
guitarist, especially when it comes to transcription, but may be 
confusing to those of us used to traditional keyboard notation. 
Tablalure describes note placement, but not duration as standard 
notation does. This means, among other things, that an)' note could 
potentially be assigned to the same string, if the string is physically 
capable of reproducing the pitch described. Another consideration is 



notes that should be sounded sinuiltaneously in chords. Obviously 
if tu'o or more notes arc to be played together, the\- couldn't be 
played on the same string at the same time. This is not a problem in 
the real world of guitar playing, because the standard guitar has six 
strings and is capable of playing six notes al one time. Guitar 
tablature reflects this by describing note positions on .six strings. 
You can always teil which note should be played on which string 
and at which position at a glance with tablature notation. 

fS&P Pro 2.0 approaches tablature notation with these charac- 
teristics in mind, yet isn't limited by a strict adherence to conven- 
tional tablature notation. Six open string notes are displayed down 
the left side of the tablature window, each capable of being switched 
on or off and a.ssigned a user defined open string note value. This 
means that vou can decide that some strings won't sound at all and 
that non-standard tunings of the hypothetical instrument are 
possible. Tills is not too far a stretch with the capabilities of today's 
MIDI guitar cimtrolSers. Tablajure Resolution lets you determine the 
note spread across the strings. The larger the resolution, the more 
notes B&P Pro 2.0 will attempt to transcribe simultaneously. The 
Tablature Position requester lets you decide which position or fret 
the program will use during transcription. The Auto feature lets 
B&P Pro 2.0 attempt to find the most comfortable playing position, 
or you can assign your preferred position, from fret 1 to 23. Change 
String Octaves allows vou to make global pitch changes across all 
strings. You can change notes easily by dragging up or down on the 
pitch with the Wand. The \'alues change as you drag and, with the 
Plav iMotes option in the Prefs menu enabled, you will hear the 
pitches change as you drag. 

The numbering system the tablature display uses may take 
some getting used to. The number on the grid describes how much 
above or beloiv the open string value a particular note's pitch is. For 




example, a number 5 on the E3 string means a pitch of A3, an A 
being 5 half steps above an E. Perhaps this is a familiar way of 
describing pitch in the guitarist's world. MIDI guitarists will 
certainly appreciate B&P Pro 2.11's abilitv to create an accurate 
transcription of a performance. By assigning each string to a 
separate track, soloing the appropriate .string on each track and then 
merging the six track Group together, you'll get one track ivith each 
string maintaining its own identity. Tlie tablature will display an 
accurate representation of what you played. 

Take note 

Traditional notation has been given a major overhaul. There 
are many new options designed to make notation a more useful 
feature in B&P Pro 2.0. In addition to the Resolution, Transposition, 
Update, and Print options, B&P Pro 2.0 now offers a \-ariety of 
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OWN AN AMIGA 1200 TWICE THE SPEED OF AN A4000/030 OR A3000 SYSTEM! 
GET TRUE 32-bit WIDE, ZERO WAIT-STATE FASTRAM ACCESS! 

TURCHASE THE MICROBOTICS M1230XA CARD FOR THE AMIGA 1200* 



A4000 Computer CALL 

A1 200 Computer CALL 

AeOO Computer 175 

1942 Multl«ync Monitor 399 
1084S Monitor 249 

A2e30 Accelerator W/4M.B 449 
AS20 Video Adapter 34 

A20ea XT Bridgecard 69 

A2091 Hard Driv* & Ram 
Controller W/120MBHD 269 
A2091 HD Corrlrolter 65 

2 MB Ram For 2091 80 

Jeinus 2.1 Update 35 

A2000/3000 Disk Drivee 69.95 
A2000/3000 Keytward 59.95 I 
A2000/3000 Power Supply 109 | 
A2000 Bigfoot 300W PS 169 
A500 BigToot PS 89 

External caaa PS & Cables 125 



IMICROBOTICS 



M1230XA ACCELERATOR 

68030 RClSMhz CPU ff^%. f^^ttWil 
wIMMU & clock ^iFli^Snhl 
50 MHZ VERSION FOR ONLY 349 



MBX 1200z COMBO BOARD 
68881 RC20Mhz FPU & with clock 

Different CPU, FPU & Ram Located On Far Right Column 
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AMIGA CUSTOM CHIPS 



KidiitartZ.I Upgrade Kj; 
2.M Rom (HID Drives) 


77.BS 


33.96 


K]ck«1«Jt1.3 


21.96 


1M6Aanus(e372A) 
2MB Aflnus (83728) 
Sup<ir6enlse(5373) 


37.50 


79.96 


28.96 


Paula (8364) Of Denlse 


18.95 


CIA (8S20) 


9.50 


Ga/y (6719) 
2620/2830 Upgrade KH 


13.95 
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2081 Upgrade Eprome 7.+ 


36 



vr4000 svsrcM m rnooo svncM fi2 



A4000 Computer System A4000 Computer System 

10 MB Of 32 Bit Ram 18 MB Of 32 Bit Ram 

120 MB Hard Disk Space 460 MB Hard Disk Space 

Newtek Video Toaster 4000 Newtek Video Toaster 4000 

1084S RGB Stereo Monitor 1084S RGB Stereo Monitor 

Basic System Only $4549 Advanced System Only $5349 



iVc 



VXL • 30 ACCELERATOR 



6!C30 &32BltWid« 

FtamFprTheABOO/aooOl 



(yXL39 )25&HMUMhzS185 
W/5888225FPLIS235 



40EC Hhz S275 33 Mhz & MMU S299 CvXL32RAl\j )2MB$219 
w/FPU S390 w/FPU $385 8MB $589 



Ora/id Sam 2£9 

Grand Sam $00 287 

Trumpcafd Pro 139 

Tr^jmpfiard 600 Pro S2S 

Trumpcard 500 Plus 149 

Trumpcard 600 AT 1 S4 
Sourcer Switching 

Power Supply 99 

Moviemaker 799 



OPS Pereonal TBC III 675 

OPS Personal TBC IV 799 

DPS Personal Anirriatlon 1599 

DPS PomonaJ Component 399 

DPS Personal V Scope ggg 

Kildien Sync ^^gg 

Opal Vision 2.0 s46 

DCW.NTSC 274 

Retina W/2MB 479 

FtellnavtMMB 549 

Vab-24Bil Digitizer 379 

Scala210MM 299 

Deluxe Paint IV AOA 1 \ 9 

MOfph Plus 149 

Art Department Pro 159 

Pluel 30 Profenlonal 149 

Video Director 139 

Caligarl 24 239 

Alaadin 4D 249 

Video Tootter 3.0 Upgrade 648 



HARD DRIVES 



Warrantie* 

Quantum=2 Years 

Maxtor=1 Year 

Ma)rtor120LPSSCSWDE 199 
Maxtor 170 LPS IDE 229 

Maxtor 213 LPS SCSI/IDE 266 
Maxtor 24S LPS SCSI/IDE 2S6 
Maxtor 34S IDE 366 

Quantum 85 (Low Profile) 1SS 
Quantum 106 PDrJve HH 199 
Quantum 127 ELS 209 

Quantum 245 LPS SCSI-2 296 
Quantum 525 LPS 10MS 699 
Quantum 1.2 Gig SYR 1199 
Toahibal.2 Glg5 YR 1199 



A1 200/600 Hard Drives 



86M Conner / Seagate $215 

1 XM Connor / Maxtor $31 6 

235MB Seaoale / Toshiba $449 



MEMORY CHIPS 



All Speeds Available Call n Not Here 

1x8 lOO-aOns SIMMS 32.00 

4x6 flO-eOre SIMMS 129.00 

1x4 80-eon6 Sialic ZIP 1S.S0 

1x4 aO-BOre Page ZIP 17.60 

1x4 80-50re Page DIP 19.96 

1x1 120-70ne DIP 3.26 

256X4 120. eOns DIP 4.00 

256X4 120- eons ZIP 4.00 

256x32 ( 1 MB Simm 72Pin) 29.00 
Sia02(2Ma Smm72Hn) 7S.00 
1x32 Simms {MicfoboIlcs.Etc) 139.00 
2x32 S<mrTi6{AJI Speeds) 299.00 
4x32 Simms (Afl Speeds) 599.00 
8x32 Simms (All Speeds) CAU. 

Plaaat Call Before Ordering, Ram 
Clrngea For Better Or Worae 



MATH CHIPS. CPUs SFPUs 



A500-HDa+OMB/52Q 275 

A500-HDB+OMB/35Q 329 

A50O-HD8+0MB/12OM 379 

A50O-HDe+0MB/245Q 435 

A530-HD8+1/120M S4S 

A530-HD8+1/24SQ 649 

A2000-HC8+OMB 149 

SIMM32/1MB/60n* 69.95 

SIMM32/4MB/60rfs CALL 
1MB SIMM GForceA3000 179 

G-Lock Genlock 385 

A3000-lmpact Vision 24 1 199 

A2000-IV24 Adapter 55 

VIU-CT 499 



A1230Turbo+ 4(1740/4 ¥649.00 

A 1 200 S CSI / flAM+ $275.00 

QForcfAccHaDtlors ir/0tl}3(),6U>2, 

60n> RAM, SC9 Controller, 

RAUCinJitvOn* 

40Mh2/4MB 575 

68040 33Mh2 A2000/4MB 975 



GVP 6S030/ 

688S2-50iVlz 

4nnB/&Ons RAM 

w/SOSI Controllor 



PC286 Module 16Mhz 59 

Tahlti-ll 1GB(3Sms) 3100 
Tahrti-ll 1GB Cartrkjge 289 
Syquest 44MB Removable 259 
Image F/X Upgrade 29 

Syquest 88MB Removable 365 
Impact Vision 2.0 Updateng 
68882 40Mhz FPU PLCC 129 
FaaaatROM Kit (For HDs) 35 
Cinemorph Software 55 

PhonepakVFX 289 

DSS8+ Sound Sampler 99 
I/O Extender (2SerialPort) 99 
Image F/X 199 



AdIDE 40 MB HD ayatem for 
Amiga SOO Syilem 
AdIDE 00 MB HD System lor 
Amiga 500 Syetem 
Riclsor Free Video II 



AMIGA 4000 & 3000 OWNERS \Z 
CRUSH THE 16 MEG BARRIER »^ 

- Add up to 1 26 MB of ram of contiguous memory 

- Four simm sockets using induslf)/ standard simms 

- Create and run animation from ram on Itic VT40ao 

- True Zorro III 32 bit memory board 

- Play bath over SO seconds o1 rcaMtmcanimatiort in 
Hi-Res 

- Record your animation at a fraction of the cosll 

DKB's 3128 is Only $395 




suit your requlramants. 




220 ASK ABOUT OUR ACCELERATOR, HARDDRIVEAND MEMORY UPGRADES 



UNMATCHED SYQUEST PRICES1A2386 Bridgecard Owners 

'ISpecial Upgrade Package 



Insider II W/1.5M RAM 
2632 w/4MegatayteB 
MagAChIp 2t)00/S00 
W/2MB Agnus 

Multl.Slart 2 l=lev eA 
KwikStartH torAlOOO 
SecurKey Security Board 
BallDiEk battery bai^ked 
staKc R/VM disli 



ISO 
349 

ITS 
29 

89 
99 



44MB DRIVE (SQ555) 
88MB(SQ5110C)(R&W44) 
10SMB IDE 
105MB SCSI 
44MB Cartriges 
105MB Cartriges 
External Versions Add 



$249 
$349 
$449 
$525 
$ 65 
$ 98 
$ 99, 



- Includes 803^7^25 Mtiz Ftoating Point Unit 

* Janus 2,1 Updated SoHv^are '^ 

- 4 1x4 Page Zip Chrps For 2 } — 

Additional Ram ' 
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. SOP T>E AMIGA 2033 



®520 



eao30-RC-60 w/mmu 


149.0C 


e8e82.RC.50 (PGA) 


135.95 


e8030-RC^ w/MMU 


129.0C 


e8eS2-RC.33 (PGA) 


95.00 


e303D-RC-2S w/MMU 


99.00 


e8e82-RC-26 (PGA) 


75.00 


S8030.Rg.PLCC (Various 


CAU. 


e8B82-FN. PLCC (Various 


CALL 


60387-2SSX(Bridflecard8'i 


89.96 


Crystal Oecillaiors (All) 


10.00 


A600/1200 UPGRADES 


PCMCIA 2 and 4MB 


129/209 


Baseboard 601 &e01C 


54/69 


LASER PRINTER MEMORY 


HPII, IID, IIP, ill, HID, IIP 




AND ALL PLUS SERIES 




Board wUh 2MB 


79.00 


Board wKh 4MB 


145.00 


DeskJet 2ESK Upgrade 


55 


HP 4 (4 Meg) 

KP4(8Me9) 


149 


296 


AUDIO 


Sunrse Industries 


ADSie Digltlier(ieeit) 
AD10t2 Digit iter (12B[|) 


lias 


47S 


ACCESORIES/MISC. 


PowetPlayers Joysltek 
CSA DERRINGER 26/21 


6.49 


399 


CSA DERRINGER 60/4 


699 


CSA Rocket Launcher 


499 


SupraTurbo ZBMhz 


149 


Safeskin Protectora 


15.00 


Xtractor+ Chip Puller 


9.95 


Slingshot single A2000 




skit for the A500 


39.95 


Slingshot Pro 

Kool- It Cooling k»A500 


69.95 


39.95 


Qwika Swittrfia 4 aocketed 


ROM selector 


39.95 


Power Connector* 


CALL 


SCSI HD Cables 


CALL 



18 Wellington Drive 

Newark, DE. 19702 

(800) 578-7617 ORDERS ONLY 

(302) 836-4138 PRODUCT Info/Tech 

(302) 836-8829 Fax 24 HOURS 

Circle 110 on Reader Service card. 



Please Understand Our Policies 



VISA /MASTER Cud AccepKd. Prices And Spccificalionj Are Subj«* 
To Change Without Notice! 15^ RcBtockinK Fee On All Rcluras. 
Defective Mercbat]diie Will Be Replaced With Same llem. 
CM .102.836.4145 For Approval RMA# BcfoR Reltimmc Merdusifiie 
Mcrchandifc, No ReturD» After 10 Days From Delivery Date. 
Not ReapoDsibte For Inconspatibility Of Products 
Shipping And Handling For Chips Is S5 COD Fee t6 
Pcrjonal Checlu Require 1 Working Days To Cfcar. Call For Actual 
Shipping Prices On All Olher llenM. Ram Prices Change Wocli To Wceli 



Transcription options. Where the Update command basically 
refreshes the display, ihe Transcribe menu item actually re- 
calculates the note values, using the Resolution settings and the 
options in Transcription options to determine note and rest 
placement, ties, etc. You can transcribe the whole track, or just the 
notes between the edit flags. The Transcription Options give you 
even more control over the final output. There are about a dozen 
options, broken up into three categories; note length, chords, arid 
note stem. Selecting Overlap Notes will cause B&P Pro 2.0 to tie 
overlapping notes together. Extend Notes minimizes the number of 
rests displayed by extending each note to the next note or beat. 
Insert Rests does JList that and is on by default. 

B&P Pro 2.0 considers notes that start ^vithin the selected 
resolution to he parts of a chord. Tile Chord Options let you 
determine how B&P Pro 2.0 will display notes in chords. Shorten 
Notes and Lengthen Notes tell B&P Pro 2.0 to displnv all notes with 
the shortest and longest note value in the chord. Keep Note Lengths 
does the opposite, maintaining the actual note length values, 
splitting longer notes into tied notes. The Note Stem options let you 
determine if B&P Pro 2.0 will select the stem direction (Auto Stem), 
place all stems up or all stems do\vn (Stem Up or Stem Down), or if 
the program should analyze each measure for two different 
rhythms, setting one-rhvthnis stems up and the others down. This 
can make for a much cleaner and printout. Finally, you can save 
vour score as an IFF file for editing or use in your favorite paint or 
page layout program. 

The Print Notation functions lia\e received a general rework- 
ing as well. You have more options and control over your hnal 
printout with B&P Pro 2.0, though it still doesn't compete \vith a 
dedicated notation program. Sizing the display of the first track's 
editor window determines how many measures will be printed on a 
line. You can instruct B&P Pro 2,0 to print in either treble or bass clef 
or both per track. You now have three different print resolutions to 
select from. Tlio default resolution will use the settings you've 
created in Preferences, This will typically make for a faster printout, 
since most default printer settings are designed for fast output 
rather than higher qualitv but slower output. The High Res selection 
will choose the highest resolution available in Preferences. Extra Hi 
Res lakes advantage of Workbench 2.0 and requires at least 1MB of 
chip memorv to produce the cleanest output possible. 

Accessorize 

B&P Pro 2.0 comes stocked with nine Accessories, some old, 
some new. ARexx, Big Sys, Follow The Lender, MTC, Tlie Phantom, 
SMoose, SunMPTE, SunSet, SyncPro, and True Colors Accessories 
operate as they did in earlier versions of the program. sMerFI- 
repiaces the MuFFy MIDI File cons'orter Accessory- sMerFF will 
read and write both Type and Tvpe 1 MIDI files and also convert 
key and time signature, lyrics, track name, tempo map, Sys Ex 
events, and SMPTE time information. You can sa\'e only the tempo 
map if you prefer, and you can specify the SMPTE format param- 
eters as well. This is especially useful if your music will be used 
primarily in the muitimodin or video arena, where SMPTE is the 
language of choice. The Add MIDI file option allows vou to load 
more than one MIDI file into B&P Pro 2.0 at a time. This is useful if 
you have created songs in sections in pattern-based sequencers and 
saved those sections as MIDI files. Load your Intro, then load your 
A section, etc., until all your work is sitting in B&P, then shift the 
sections around. 

The MIDI Machine Code Accessory (MMC) allows vou to 
control tape machines and other equipment that support the MIDI 
Machine Control standard. This means that you can run your multi- 
track tape decks from within B&P Pro 2.0 along with your se- 
quences — a powerful feature that will make life easier for those so 
equipped. 



The Picture in Picture, or PIP Accessory, is another good 
example of the power of B&P Pro 2.0 and the Accessory and Tool 
concept in general. PIP will let vou open a \'ideo window on the 
B&P Pro 2.0 screen if you use the GVP Impact Vision IV-24 card. 
This makes it super easy to score to video, because the video is right 
there on your secjuencer screen! You'll never ha\'e to wait for the 
video suite to send you a print with code burned in. Synchronizing 
your audio and video through SMPTE coding vvill ensure accurate 
timing and is essential if you plan to do serious time-dependent hits. 

AmiLink software is controllable u'ilh the AmiLink Accessory, 
You can select which VCR is active and activate the standard set of 
transport controls from within B&i' Pro 2.0. 

Things that go bump 

As powerful as B&P Pro 2.0 is, there are still some puzzling 
bugs and quirks lurking in the program. 1 was not able to save a 
customized environment, e\'en tlioLigh the Environment window 
has the standard Save, Use, and Cancel buttons. I'd even see disk 
acti%'ity if I clicked on the Save button, but my settings would not be 
remembered when I rebooted. Tlie En\'ironment window re\'erted 
to its default state the next time I ran the program. This was 
particularly galling since I'd taken the time to set up all the 
windows exactly as I liked them. 1 opened up B&P Pro 2.0 in my hex 
editor to .see if I could discover the formal tor the toolt\pes, I copied 
them into the icon and set about customizing my environment. This 
was the onl)' way 1 could insure that all my carefully positioned 
windows would be remembered when I rebooted. 

TIio Graphic Editor window doesn't like to be fooled with 
when it's performing the displayed measures. If vou yank Ihe slider 
to display another .section after clicking on the loudspeaker icon, the 
Graphic Editor window will jump to the first measure of the 
sequence, e\X'n though it is playing the selected measures. Now it 
would bo really cool if the Graphic Editor window would play 
whatever measure was showing, allowing you to scoot ahead a 
measure or two, possibly to hear the ending of a musical phrase that 
is too long to be displayed. At the \ crv least, however, it should 
show some better manners and leave the performing measures on 
the screen, regardless of U'hat )'ou do with the slider. Moving 
something with the Bounding Box feature could cause you fits. If 
you try to surround the notes at the top of the window using the 
piano roll display, for example, the bounding box will think vou're 
at the bottom of the next highest display, like the lyrics or h\'hrid 
staff, and won't let vou drag down any lower. The solution is to 
reset your display area so there's sonie space between the highest 
note you want to include and the top of the display window. 
Inconvenient at best. 

Most of the gurus I managed to invoke In the first release of 
B&P Pro 2.0 have been banished with the 2,0b update. However, 1 
still have problems running B&P Pro 2.0 from the CLl. The program 
will run all right, but it vvill send me to the guru when i quit. We've 
yet to discover why this happens. Be careful when saving a large IFF 
file from the Print requester. There's no wa}' to cancel the operation 
once it's started, 

I've had no success printing out a score using the PostScript 
driver imder 2,1. My printer prints a big black page followed by a 
blank page. It took a good deal of time to do that as well. B&P Pro 
2,0 prints to my dot matrix printer and my laser printer using HP 
emulation just fine, A bit of a mystery. 

Tlie Toasty Tool can't access the last three effects banks 
available on the 4000 Toaster. The Tool Edit window doesn't always 
want to open either. We found it necessary to activate the Tracks 
v^indow and then select Edit from the Tools menu frequently. We're 
not sure if this is A4000, Workbench 3.0, or AGA related. We were 
not able to play back any AGA animations with the ANIMal Tool 

(continued to page 79) 
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Keeping Your Cool II: 



A Fan for the Amiga 1200 



by Hcniiing Valilcnkamp 



WARNING: Tiiis project requires modification to your Amiga. You mmt 
open i/oiir Amiga's cusl', a procedure that may void your warnmtee. Tliif. 
project should be attempted only by those expierieitced witti this type of 
modificniioii. Neither tlie author nor Amazing Computing accepts 
respoiifihiHtu for liny damage or injiin/ caused bi/ lliif niodificntion. 

With a 300,000-lTansistor AGA chip set, a ZOO.OOO-transistor 
CPU, nnd a tiny hard drive all crammed into a tight package, the 
Amig.i 1200 certainly produces a lot of heat. And that doesn't 
include any internal expansion boards. After running my A12LI0 
awhile, it becomes rather hot despite plenty of metal inside serving 
as a heat sink. I question why Commodore chose not to provide it 
with a much-needed cooling fan — a simple, inexpensive addition. 

To deal with this heat problem, I inslnlled my own fan using 
readily available components from Radio Shack. This A1200 fan 
project is somewhat different from my A500 fan project in AC V7.T!, 
but it's no more complicated, requiring a minimum of soldering and 
technical skills, .'\lthough the A1200's hardware need not be 
modified, installing the fan may still void your computer's 
warranty. 



Incidentally, while designed for the A1200, this new fan project 
can he applied to the A500 too, if you prefer it over the old fan 
project. Just make sure your A500 has at least the newer light and 
hollow 6()W power supply. 1 think this project will also work with 
the A600, given its obvious similaritv to the A1200. Power is no 
problem for the A1200 or A600 since they both ha\-e the same 60W 
power supply as newer A500s. 

Before beginning, touch a grounded piece of metal, such as a 
lamp, to protect your computer from any static electricity dis- 
charges. Now turn off the A1200, unplug all the cables, and use a 
screwdriver to remove the five screws from the bottom half of the 
case. Gently lift the top half of the case — the lid — hacku'ards to 
release it from the plastic hooks in the rear. Unplug the keyboard 
rilibon cable from the motherboard, and slide out the keyboard. 
Then you can unplug the LED power light attached to the lid. 

At this point you'll see that the motherboard is enveloped in a 
metal RF shield. Fortunately, the shield needn't be removed; 
Commodore wisely cut a rectangular hole in its upper left corner 
directly behind the power connector — assuming the computer is 
right-side up, the rear ports facing opposite you. This is the best 



Figure t ; R12Be nothtrbogrd 
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Well Connected 

Amiga Client Software 



Do you want lo share liles 
with your Amigas plus PCs 
and Macs'' Share 
peripherafs such as large 
storage devices, laser 
printers and other output 
devices, faxes, and video 
equipment? Easily 
manage large files? 
Access yojr computer and 
liles Irom home or work? 
Restrict file access or 
quickly backup farge files? 
Then we have the 
connection you need. 




Amiga Client Softv/are will 
meet yotir networkfrig 
needs and allow any Amiga 
conligured with a LAN card 
to work wJth the best 
selling, most reliable, most 
exiensiveiy supported 
network available^-Novell 
NetWares 

Large project management 
productivity can he greatly 
enhanced— whether a 
program development 
ettorl. VideoToaster- 
appitcations. database 
management, order entry, 
extensive desk-top projects 
or any team effort requiring 
file sharing. 

Requirements: 
Software: Novell 
NetWare.^: Version 2. 1 5 or 
higher, installed on network 
file server: Amiga 
WorkBench Version 1 .3 or 
higher, KickStart 1 .2 or 
higher. 




Hardware: 
Amiga computer with 
512K memory. File Server. 
LAN ARCNet, or Ethernet 
communications cards (t 
for each workstation. 1 for 
server), cabling and olher 
connection hardware, 

htoiiv Shipping! 




Oxxi h 



inc. 



PO Box S0M9, Long Beacn. 

CA90a9USA 

(310) «7-1227FAX( 3101 4Z7-0971 



Circle T6D on Reader Service card. 

power source for the f<in in the A1200. This blnck plastic coiincclor 
lioiiscs fi\-e metal shafts, four of which protrude from it. The upper 
two shafts provide the necessary power. The left one, as shown in 
Figure 1, is +12Volts, and the right one is a ground. Since 1 amp of 
current also enters the computer through the left shaft and the fan is 
limited to .1 amp, a 100 ohm resistor is essential to prevent an 
o\'erload that could damage the fan. 



Now for the soldering. First solder the resistor lo the red, or 
positi\-e, wire of the fan. Tl^en solder an inch or two of ivlre similar 
to the fan's wire to the other end of the resistor. The resistor needs to 
be wrapped in tape or covered by heat-shrink tubing; otherwise, it 
could short circuit against the RF shield. Next solder each wire of 
the fan to a micro clip. Although you get four different colored clips 
ill the package, for simplicity I recommend using tlie red one with 
the wire attached to the resistor and the black one with the black 
wire. 

Once soldering is done, the fan must be mounted on the inside 
of the A12l)()'s lid. Turn the lid upside down so that the keyboard 
cutout faces vou. Notice the row of air vents separated into 
rectangles by plastic dividers. Glue the fan's casing to one of these 
rectangles with some polystyrene glue for plastics or perhaps 
supcrglue. I glued mine to the second rectangle from the right, so it 
would he as close as possible to the hard dri\e; the rectangles 
direcllv above the hard drive are partially blocked by its mounting 
bracket. 

After the glue is completely dry, attach the red micro clip to the 
left shaft of the power connector, and the black one to the right 
shaft. Check that vou used the upper shafts. If you ever want to 
remove the fan, you only need to unfasten the clips and pull the fan 
off the lid; pulling it breaks the glue, but not the lid. That completes 
installation of the fan project. All that remains is reassembling the 
computer, being careful not to yank the clips from the po\ver 
connector in the process, and then testing it. 

I tested the project in my A1200 for two weeks before writing 
this article, and I noticed that the machine runs appreciably cooler 
than before. The fan does make a bit of noi.se which blends in with 
the hard drive's whirring, so it's not reallv a prolileni. 

On a final note — if the cooling isn't enough or your A1200 
works in a hot environment, you may want to add a second fan or 
even a bigger one. Anv subsequent fans after the first should be 
wired in parallel to maintain sufficient voltage. And if vou want a 
larger fan, you'll probablv have to look around, as the one used in 
this project is the largest l^adio Shack carries that will fit in the 
A 1200. Of course, any other fans must be protected by appropriate 
resistors. I'll leave those modifications to the more experienced 
readers. .^^. 




Parts List: (avaitable from Radio ShiackJ 



1 9/16" 12V DC Brushless Micro Fan PN 273-244A $17.95 

Micro Test Clips (4) PN 270-355B S2,69 

lOOofim Resistors (2) PN 271-012 .25 



Phase Writf to: 

Helming Vahlenkamp 

c/c Aiiinziiig Ccnifjiifiiig 

P.O. Bo.\ 2140 

Fnll River, MA 02722-2U0 
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Bring Home The Best 




^of/i'FU' 



1 




'^'"'■'^"'^cQusliiy Visual Efei 



If you're thinking alDoiit getting an Amiga" 
special effects or image processing 
product, here are some facts to consider: 

• ASDC's All Departmeni Professional 
was named the "Best Image Processing 
Program" for 1 992 by the readers of 
Amazing Computing Magazine and "Best 
Video Software" by Germany's Amiga Plus 
Magazine. 

• American Software And Hardware 
Distributors and MicroPace Distributors 
(the Uvo largest Amiga software 
distributors in North America) cite ADPro 
and MorphPlus as the best selling 
products of their kind. 

• ADPro placed third among ALL Amiga' 
software products on the MicroPace 
1992 Top 50 Sellers List. 

• The Post Croup, one of the largest post 
production houses in the world, has used 
ADPro and MorphPlus in the production 
of special effects for the prime time TV 




show Quantum Leap and for major 
motion pictures. 

• Mark Swain, an AmigaWorld 
reviewer (and animator for Foundation 
Imaging, the creators of the special 
effects for Babylon 5), said, "MorphPlus 
produces the most realistic shape 
shifting special effects I have ever seen 
on a desktop." 

• David Duberman, Executive Editor 
of Video Toaster User, said in a 
comparative review of Amiga" 



morphing prtxiucts, "MorphPlus is the 
Rolls Royce of Amiga morphing 
sofhvare... it will pay for itself with one 
job." 

Consider the facts. 

Then bring home the best. 




925 Stewart Street Madison, Wl 53713 
608/273-6585 



Art Department Professional is j registered IrLidemark of ASDC Incorporated. MorphPlus is n traclemarl< of ASDG Incorpordted. 
Amiga is A repistereti tracleiTitirk of Commodore-Amiga Inc. 

Circle 104 on Reader Service card. 



IGACD 




Amiga CD^^ is the first game 
console with 32-bit technology. It is 
also the first game console to use a 
double-speed CD-ROM. These 
firsts combined with the Amiga 
AA chip set positions CD''^ at the 
front of the growing array of CD- 
ROM entertainment platforms. 

With the addition of the 
optional MPEG module, CD'' will 
provide music, videos, games, 
educational programs, and even 
movies in a major new manner. 

What CD^' brings to the 
Amiga commtmity, as well as to the 
rest of the computer and game 
Console industry, is the next 
advancement in consumer 



ttKUlmm»l9KKH9Jli 



video production. All of this is 
made possible by a product as 
small as a breadbox with an Amiga 
1200 hidden inside. 



(continued on page 50) 




CALL FOR 

COMPLETE 

CATALOCI 



UT- 

ALSO AVAILABLE 
•A1200W/60MBHD 
•A1200W/80MBHD 
•A1200W/120MBHD 

Dm §G®@02 



2.5" HD DRIVES FOR 
AMIGA 1200 & mo 

COMPLETE PACKAGE 

•SO MB S189 

• 80 MB i23S 

.120M8 »35 

miuoes Drive, aae t software 



- @S]DD (R£][? ^[P0@G 
Commodore® 

AMIGA 

NEW 1942 MONITOR INSTOCK 



t4&^ 

W/OCR 
ONLY 

$499 

JMIGRAPH 
tOtORBURST COLOR 

HAND SCANNER 




nstallment ecfuction 

PAYMbN 




MBX 1200Z 

MATH CHIP 

32-BIT WIDE RAM 

And REAL TIME CLOCK 

FOR THE NEW 

AMIGA 1200 

FPU, 32-Blt Memory.w/ClocK, calendar i. Bat. for the 1200 

14MHz 68881 25MHz 68882 50MHz 68882 

«lg9 



'^lAl2SOXAHl9h spe«d 68030 Accetirator 



w/ 32 Bit MM Board up to 12 S MB RAM, Matt clilp Option, ItKlailes leiltlme Clutl 

50 MHz 68030 w/MMU „^^ -10 MH2 68EC030 

50/0/0 S379 configurations 40/0/0 S299 
50/50/0 $579 40/33/0 $399 



Plus Memory 

for1200z&1230XA 

USE1 SIMM ONLY 



4MB SIMM J^'^LL™ 

oii/irj ciRimji CURRRENT 

8MB SIMM pRiciNGi 



1MB 

SIMM 

12 A'CLOCK Clock. caienoafW/Bat '25 

VXl* 30 

Bring Your AMIGA 500 or 2000 up to speed 

VXL 30 VXL 30 VXL 32 RAM 

25MHz ^199 40MHZ '299 2MB 
w/e8882FPU '299 W/68882FPU 'J99 8MB 



68030 ACCELERATION AND 32-BIT WIDE RAM 
RAM includes Built-in ROM Switcher 



\M MicroBotics, Inc 



'229 

'593 



EX PAN Sr ON 



SYSTEMS 



DataFiyer 
Express SCSI 






OR 3 AID Payments of «57 



with 80 MB SCSI Drive 
with 120 MB SCSI Drive 
A2000 SCSI controller 

A2000 8 MB RAM Card 

A500 BaseBoard 

Comlna soon 

A1200 BaseBoard with FPU 
i A1 200 Clock 



$379 - 3/$¥27 
$469 - 3/$1S7 

$73 

$84 

$88 







Call 
call 



570 CD Rom Drive 

Plays st3ntf3rcf auttlo aad 
CD-t-graphics discs. 

For Amigs 500 otilY 
Frse ASOO Motiter Bostrti mr3de 




OR 3 AID Payments 01^67 



We Have Amiga CD's 





AMIGA ONLY BBS 

• GAME REVIEWS 

- PRODua INFORMATION 

SERVICE TIPS 

RUMORS AND FAaS 

and much much mDre 

412-962-0961 

AFTER DARK OPERATIONS 

fiPMtoSAMESTMon-Fri 

sat £ Sun -24 HOURS 




LIFE $42 

Buiifl vour own 
ecosystem from me 
grouno uo and give 
life to creatures from 
the aeptfis of vout 
imagination ifs up to 
vou to keep vour 
species off me 
enOangeretl list. 

SYNDICATE $38 

inthedaricandrwiEted 
ci:ies Of tomorrow. 
5vndi«tes comoete 
for global donninance, 
Put in theftiruretnere 
srs nDbcardTOOTTi 
c^B'.^ no corporate 
t3VMf:er5, no politics 
■jusr trie dreadful 
jjEticeofagunroting 
machine who knows 
no remorse, 

filJNSH12000 $43 

In ttie tradition of 
Gunsfflp. the award 
■winning, be^t selling 
simulation of the 
AH-MA Apache. 
Gunship 2K)0 gives yot 
total command of a 
full m:1dcopter troop 
of America's most 
poyvertui ana verStiJe 
rotor craft. 

Watch for luture game picks 
in ihe months to come! 





TOP STAB JOYSTICK fKOnm. 

STEEeiNtmiEa 




GOLDEN IMAGE 



Master 3A1N 

SSOK AMIGA DREVE 




FULLY optical! 

MOUSE 




HANDSCANNER 
W/OCR & 
TOUCH UP 
SOFTWARE 3 

Indudes |4[Af| 

Migraph O.C.R. Jr ^ | ^ Jf 

Handscanner 

TDUdi-Up Software ^IZg 
A500>^AM Expander 

FORA5DDii12K 




w/Clock, Caienflar, Battery 



CSAMES 






A320 AiJ^BUS 

ATHAJH 

AGO«r 

AIR S'Jm)ffT 

AVQS P»?0^S5KINAL 

kn<.\ni\ AST OF W<iS 

IN THE Skies 
APOCALYPSE 
ARifllW NiGWIS 
AOUAVENTUSA 

BI7 

Sards Tai^ constfuctiom 5n 

SAKLE CHES5 

Beavese 

Bills Towahj Gahl 
Birds of Prb 
Black Ckitpt 

BlAOIOFKSTlNr 
BOOYQXWS 
CAdWETi.WHEflE INT|M£ 
aBWEN.WHEflElNlHEUSA 

CifiMiN. WHEflE iH The World 

CHS05 £.NG[hE 
THECViCLtS 

CiviuiaTiou 
Dark Seed 
DiSccvEFi'. Steps of cixunaus 

DRACON'S LAEH II: TiPC Waitp 
DUNf 2 

DUSGE0*(W*5TER Ift2 BuHDIlE 
ELVIFIA2 JXASOf CEH&ERUS 

Eve Of theBeholc£P 

EVEOFTHEBEriOLCEffll 

Talcon 

FjGhtes Duel: CQrSaih VS. Zepo 

FicKTES Dua Pro 

Fi<;htes Dua flsght Recordes 



LENMITidS II 

UH<S 

bSi^S - BOUhTfFUL COUHTRT CLUB 

%AA Li-WS - FiHESTDME CDUNTFf CLJfl 

LtOS H&AHI 

544 L0PC6 CfF TlM£ 

531 LOSTTK^SlJRESOFIhFOCOH 

S31 LfJiT '^iKlSGE 

Sas Megwdrtbess 

S4 3 HEGAFORTRESS MiSSfiN DiSK »Z 
MKATRIVELLER 2 

Call M[GKrftH*^;ic3 

S34 Nl^aWAHSEL 

S31 OU- OF THIS WOBJD 

%A1 PAOFICl$UhM 

534 pEffia General 

S31 PHf, GEN. Data DISK WW II 

S34 PfHa*U.FAMTASIES 

S 3 1 PwaAil DffFAMS 

537 PooliArcherMcClean) 

537 POFUL0US2 

S'iQ PttfULDLTS 2 Challenge 

S34 PtcJEC-X 

S31 PusHOvtn 

531 Railroad Ttcoon 

S31 REACH FOa THE StllES 

534 Road Rash 

S ^ 9 Seckh df Monkey Islakd 2 

547 SEhSIBLiSOCCET? 

547 SHAEX)A LASO 

S37 Shadow of the Beast 3 

S3 7 SHAOffA- SOKERER 

SJ6 SiwAnt 

531 SwCm 

S 2 5 Sw Earth 

515 5f' L.FE AGS 

543 SUEPWAlKEfl 

5 3 1 SLEO^AlKEa, AGA 

517 5=ACE LEGENDS 

S 37 KCLu::-^^' ^ivg Cc^wvA^Di^?. 

549 ELiTi Plus. Me-gaT=!(.vilep i 



FiSHTER Duel Pro PabaillelAoap 5ib SPEEoaRLLZ 



Fla&hback 
Gloial Eftect 

GOiL'KltKOFF 3 
GOM 

CunsmipSOOO 
Harrier Assault 

harsieb jump jit 
Heemdall 
Hired Guks 

HISTORY LJKF.1iU-19ia 
JAWE5 FCND2AGA IRCPOCOD) 
LEAM&Eli 

Legend Of Kyrancia 

Lemmings 

LEHMIKGS, OtifrtJlMOfiE 



536 StpipPokerS 

537 STRIP POKER 3 DATA S^Z-3-4-5^ 

S37 Super FROGS 

S2S srSDiC^TE 

SJ3 Teak Yankee 

S44 TROODi^ftS 

543 Treasure OF THE Savage Frokties S36 



531 LtLTIMiVI 

S40 Victual Reauty Studio2 

S44 WATNE GRETZKY 2: 

S3! V.'j^L'hER 

531 WoBL£i Circuit Graud Pru 

S3B WCiRLDS CF LEGEND 

531 ZOOL 

522 ZOOUAGA 



544 

CALL 

S34 

S3b 

S37 

S32 

S34 

S34 



EURO 



j . l.i//r;,-i mug ivi'r/i 
j eac/i migizine 
subscription 




perissue 

PLUS MAIL 




^ Amiga Format • Amiga Computing 
Amiga User • Amiga Shojiper 
Amiga Artlon • Amiga Power 
TlieOne • Clf Amiga 



SUBSCRIPTigNS ACCEPTED 

Don't miss tne Istest nei'/s .'n Amigi 

Comparing and Csming 
1 MUAHNE • $125/vear $70/ S mo. 

EACH additional MAGAZINE: 

S10S/vear, S65/6mo. 

Subscription Prices include Mailing. 



Circle 101 on Reatler Service card. 



Orders Only USA & Canada 

1-800-258-0533 

PHONE SALES HOURS: M-F 9 a.m. - 9 p.m. • Sat. 10 a.m. ■ 8 p.m. • Sun. 12 noon - S p.m. 




No additional ciiarge for Fed. Exp.* fe 




Video Director 



Professional 
Page 4.0 

H12 



Professional 
Draw 





Bundle Price ^168 



OR 3 AID Payments of ^56 



Professional Calc 

ACA 



Compatib 



C£i * f la sumra siiciia wijh oioie 



n Spread 
Stieel 






2000 POWER-UP DEAL 

SAWS mm 

BiieKS 

iPYouomiJiii 

AMIGJlMOOorlOOO 



il ©^ Fast Lane 

^___^i- ^^^^ SCSI 2 interface & Ram Board 
AlfllwA 4000 works with Aii A 4000 f BOB 




j.-;.r);/,;i'/U'j--v.j^ji,V-f.-if^ 



Art a AnJmatJon 
DELUIE PAIKr IV V4.5 

Disney Anim. studio 

MAGIN£ 2 
RXEL 3-D PRO 
VISTA PfiO 3.0 
PBOF. DMW 3.0 

Aladdin 40 
Real 3D 

BfilLUAKCE 



S135 

SI09 

S4J 

S259 

SU9 

sse 

S99 
$249 
S3S9 
SI49 



utiimK 

Amisack 2.0 
Ota^s DOS 5.0 

DjRECTOBy Opus 4.0 

OUAJ!tE»B»CR 5.0 
OUARTEPBACK TOOLS 
SAS/UniCE C 6-0 



SM 
S34 
S62 
S45 
S53 
$274 



Databases 

Super Base Perso-jal 4 $94 

SUPERBASE PniJF£SS10NAL4 $185 

spreadsheets; 

Maxi Plah 4.0 $99 

Professional Calc 2 S 1 29 

Music 

BARS A\D Pipes ftra 2.0 
DEU Mi;sic Const. Set 
Super jam 

SYNC PPO 

Patch MEisTEfi 
OnE-stop Husic Shop 
Dn.TKCS Level 11 V3.5 
Studio 1 6IAD 1012 
SruDiol6.'AD5l6 



word Processors & 
Desk TOP publishing 

P«ESTfiEtH2.2 SI 69 

PiOF- Page 4,0 5112 

Pelican Press 562 

Proper Grammar II SS9 

Final Copy 11 579 

prowrite 3.3 ssc 

Productlvltv 

Invoice it 533 

ADDRESS it (DATABASE TOO! 525 

Video £ Presentation 



S239 

$69 

$89 

$179 

SS9 

SS99 

5209 

$S39 

S J 299 Call for Titles not Llsteai 



BROADCAST TETTER [1 
BfiOAOCAST TrtLER HIRES 
Can do 2 
PRO VIOEO CG i\ 

PRO Video POST 
Scala Multimedia 2.10 
Video Director 



5219 
5279 
5129 
5112 
5149 
5299 
S129 



BOOKS 



AMIGA FOR BEGINNERS 
AM-rGA Dos 0'J<P£F. Guide 
Amiga OOS Ins;ce a Out 
AMIGA BASIC kSlOE ft Oin 

amiga c for beginners 
amiga c for adva?iced 

Amiga istern 

HKKINE LAN6U1GE 

Graphics Inside a Out 
Desktop Video Poaer 
Best OF Amiga Trices a Tips S23 
Using arekx ;2€ 



Books for programmers 

ROM KERNEUAUTODOCS 3RD EO, $27 

ROM KERNELDEVICES 3flD Eo. 520 

R0WKernelHard*are3rdEd, 520 

R0HKErnel:Librari£s3rdED. 527 

ROM KerseuStyle Guide SI 7 

ALL Five for $99 



adwentukes IN Math 
AESOP'S fabi.es 
Algebra II 
Aa ABOUT America 
Amy's Fun-Z-3- Adventure 
bar\£v bear in Space 
DECLVAL Dungeon 
DiSCO'jERf MATH'SPELLING 

distant su.ss 4.0 
Fraction Ac^on 
katie's farm 

LOGIC HSSTEP 

Marks Math Lab 



S17 
S24 
531 
524 
$31 
522 
S24 
517 
SS5 
524 
$25 
521 
$31 



Math WiiAita 
McGee F'jn Fair 
Mickey's ABC 

MiCKfS 123 

Mickey's jigsaw 
Mickey's memory 
Playroom 

Kad and Rhyme 



524 
$25 
S34 
$34 
534 
$34 
$34 
$24 



VlCAS- O-JEST in UNO OF UMCOPN $24 
VOYAGER $57 

WONDERS OF THE Animal Kingdom $24 

VMD MASTER $24 

V/ORLD ATL^S $37 



Midi's 

ECE Midi 
Midi G0u> 553 
Midi gou> Insider 
Pkaotoh SMPTE MIDI 
HB1CABLE6PT. 

Audio 

Digital Sound Studio plus 
Perfect Sou-^d 3, t 
Studio i&AD 516 

SruDlOl&AD 1012 



556 
565 
5229 

SE 



$99 
$69 
$1299 
$539 



Joysticks, Mouses & 
Trackballs 



3LIS SIIK JOYSTICK 
BDSS JOYSTICK- 

:CF Star jorsncK 

a*: HANDLE JOYSTICK 

Jin locust 

Optomechanical Nega wouse 
Optical Mouse 
Boing Optical Mouse 

AMTRAC TRACKSaa 

XR»n Tracsball 

Mouse Switch lautomatici 



Replacement Parts 

E;G Foot 200W pO-rtERSUPPLY $39 



A500 Internal DRIVE $71 

A2000 INTEHNAL DRIVE ' ' 

A3000 isternal Drive 
HQ t 76 DRIVE 3000 
HDI 76DFII/E400a'2000 

PC/Mae Emulators 

AMAX 2 PLUS S379 

GOLDEN Ga^£386S) BOARD 55&9 

GOLDEN Gate 436S1C BOARS stosg 

Aiii&A23e68aAR0 Call 



sunra Modems 

2400 external $74 

FAA modem 14400 $299 

FAX MODEM 9600 S249 



171 rAXjMODEM SOFTW 
$71 
191 
$91 



$79 



MaxFox 144 Modems 
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■ 



FINAL 
COPY H 




prowrlte 3.3 



SupuBrtl 
AG> Chip Set 
tinlgi IZDO 






SOfT-LOGIK 



A2000-KCM)/0 
A20DOG-Force-S0 

iW/40/fl/O 

$0/50/4/0 
A20OOC-FOfCe-4O 

35/4/0 

A500flD8+0/BO 
A500HO8»O/120 
A50O-PC386/512 
AS 30 Turbo 

ASJO-40/0/1/120 
A1200 FPU^SCSI.RAM 

A12-FP;3/4ME/5CSI 
A1250 Turbo 

A1230-JO/40/1 
IV24-NTSC 
IVMai/CT-NTSC 
G-LOCk 
Phonepack 
I/O Extender 
DSS^t 

dnemorph 
Image FX 



S159 



$649 
SS79 

$999 

S1299 

S529 

S379 

$79 

$$99 

54E9 

$589 

$1199 

S1Z99 

$599 

S329 

SI 09 

$99 

S62 

SI 99 




PACESTREAM 2.2 

Free Mfg. '~^ 

upgrade 

to ,_„, 

vfiision His 

3.0! 



ART EXPRESSION 

includes 



autotracer ,^B-?.«i„„ 
and 35 ' L 

fonts! 




MEGACHIP 

cet2megab'(i:esofcriip 
RAM for your A3000 k 
A5O0W/5U per Agnus 

i.!'iL*.ii.i:^ii„',ij.iii.iesa 



TYPESMITH 



Create, ^^,mm^m-^=m 

convert 
font$. 
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ART DEPT. PRO 
V2.2 -- 




Multi-Start llv.6 

Bml SBM BOirt assmlilt 
Runi.3 or 2.0 on your Amiga 
500/2000 at tne ______ 

pustiofakev 63222312 
With rlbOon [i^^^fc= 
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Red - Black Blue • Black 
Black ■ Black LADY BUG 
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BOARD 
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coiMiNG sooni 

Video Processar$S95 

Uideo Suite S995 

I aooOFF ea. w/coupon-cali foraetalls! 



IDI[E l^dNITORS 



MULTI-SCAN 

15-40 KHZ 

1024X768 Res. 

15" -$649 21-51699 




External SCSI HardDrlve Cases 



Single Bay open or dosed front *99 
l(prightCasefor$lngle3,5HD '109 
Dual Bay for 2 half height HD's S|4g 
Four Bay open front (notshowni ^59 

Ail Units Include: 

■ Power Supply • SCSI External ODIe • f»ower Caee 
A SCSI Pass thru ana Mounting Hardware « led 




Get Toor Order EHSn 

Ha addittonal charge for Fed. Exp.' 

For vvnat others charge for UPS Ground we Oellver In 2 days orless, 

- SHIPPING - 

NORMALLY WITHIN 1 BUSINESS DAY! 




upseroumi $otiis99 7%mid.$s 

2 Dir SHlfFlIt so to 599 7S Nil. 57 

ITFEIBP. sjgTOSm SHIIIa. S) 

S2CI(IT0St99....llKMIII.S10 
SMOTOS799,...!SMIn.520 

SSOO 2J<iMlll.S2t 

Fed Exp. Overnight add $$ to 2 Day 

PR. HI. AK add $10 to 2 03V 

APO, FPO I CJtNAOA are shipped by Mail 

add $S to 2 Day 

COD orders OK. Ada is pncss suDlect to 
change without notice. Retjrns accept- 
ed fono days after date of ourctiase 
en tasiDter isria to sst ttfote rsiurnins 
Mffctives repated wtn same Itw. liv 
Bsstcciang fee for items ritumeU and aot 
eiEMnoed for same. Customer responsible for 
return shlwjing. 



Internafional Orders mot APO, 
FPO 1 5ero cocv or FAX of front 
i Oaci; of Charge Card 
w/iignature. Call or FAI for 
shipping quote. 

FAX» 1 412-962-0279 

MAILING ADDfJESS: 

Computer Basics, inc. 

1490 N. Hermitase Rd. 
Hermitage, PA 16148 

*lororoefs under icits 1(1 Bis 
conhrentai U5 AJl orders fuiry 
Insured. Mcnitors. computers. 
printers srd dther hea^ Items may 
Intur aSOiilonal charges .cjllfor 
shipping cuote. 
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What's Inside 

CD'- is a unique box beginning \vith a 
condensed version of the Amiga 1200. The 
14MHz 68EC020 system contains 2MB of 32- 
bil Chip RAM and the Amiga AA chip set. 
The added resolution is a first for a game 
console. 256,000 colors can be displayed from 
a palette of 16.8 million. 

Ports ha\'e been included for stereo, S- 
video, composite video, RF output, two 
joystick/controllers, and a headphone jack. 
The expansion bus is directly accessible to 
the main functions on the motherboard 
supplying an interface for an optional MPEG 
module and more. The headphone jack has a 
volume control. 



Keeping it Simple 



1 op: The back of CD'^ contains 
most of Ihe connecting and 
expansion ports. Prom left to right: 
CD'- expansion bus, power switch, 
power connector, channel selctiou 
switch (chonnels 3 or 4), RF 
modulator connection, S Video 
port, composite \icteo RCA jack, 
and the RCA connectors for right 
and left spe.ikers. 
Upper Left: The right side of CD"- 
has connections for two control- 
lers, joysticlis, mice, etc. and a 
high-speed serial jack to accept an 
A4000 keyboard ure\'en a 
modified RS232 device. 

Lower left: The CD" 
controller has been simpli- 
fied since CDTV. However, 
il does contain four brightly 
colored bullous to provide 
developers with addilionol 
options una\'ailabie on other 
machines. 

Bottom: The motherboard of 
the CD'- is a compact Amiga 
1201) with llu'AA Chip set. 
The expansion bus (upper 
left comer) provides access 
to almost every facet of CD^. 



A high-speed serial connector is 
available as an auxiliary port that will 
directly interface with an Amiga 4000 
keyboard- While there was no direct 
connection available for a floppy drive, an 
expansion port adapter was not discounted 
by Commodore representatives. 

CD'- has another advantage o\'er its 
predecessor CDTV. CD'- does not require the 
expensive CD caddies. The top-loading CD'- 
is set in a bulge on the stylish case. This 
feature has not only reduced the cost from 
powered front-loading mechanisms, but has 
made the CD'- Jess intimidating to most 
users and easily handled even by young 
children. 



Kodak Photo CD? Not Yet. 

Although Commodore reprejientntives 
believe all the hardware required for 
Kodak's Photo CD has been included in 
CD'-, a licensing agreement on tlie required 
software has not been signed. According to 
Commodore, the required licensing 
agreement for game systems must come 
from Philips, makers of a competing 
product — CD-Interactive. Kodak maintains 
the right to license Photo CD on desktop 
computer svstems while Philips maintains 
control of other devices. Although Kodak 
has spread the technology on Macintosh and 
other systems. Philips has yet to grant a 
single license. We attempted to contact 
Kodak, bill no confirmation of this policy 
was available at press time, 

A Commodore spokesperson stated 
that CBM believes retrofitting the system on 
existing machines would be no problem. 
They have included all the necessary 
hardware and only the interpretation 
software is needed. It is likely this could be 
updated bv using a pre-load disk with the 
Photo CD player program on it. The disk 
would be placed in the plaver, the program 
would automatically be loaded into RAM, 
CD'- would then be ready to accept any 
multiple-session Photo CD. 

MPEG and CD" 

One of the major advantages of CD'-'s 
double-speed CD-ROM drive is its MPHC 
capability. MPEG (Motion Picture Expert 
Group) is an international standards 
committee striving to establish a single 
standard for audio and video compression. 

There are t\\o typos of MPEG CDs: 
platform independent or platform specific. 
Platform-independent MPEG CDs will play 
across all platforms or machines that adhere 
to the MPEG standard. This will allow 
recording houses and movie studios to issue 
music videos and films in the MPEG format. 
Platform-specific CDs contain MPEG data 
plus binary information and programing to 
be used by the specific platform, Both types 
of MPEG are capable of containing 74 
minutes of video and audio; however, 
platform specific CDs will lose some time 
based on their use of disk space for program- 
ming information. 

MPEG CDs are much faster and less 
expensive to produce. The output is superior 
to current VITS technology. An MPEG 
standard could easily transform the music 
and film industry, and change the way we 
view mo\'ies or listen to music. With music 
videos available in the same format and with 
the same qualltv as audio CDs, now 
consumers can ha\'e the best of both. 
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There is one problem- While CD'^ pla)^ 
audio CDs n( eight times oversnmpling, an 
audio CD player will not be able to play 
MPEG CDs. ' 

CD^^ Developments 

Uiiiortiin<itely, not all CDTV titles will 
play on the new system. Commodore has 
tested 24 titles with only five displaying 
minor problems. However, CDT\' develop- 
ers will no doubt rerelcase their material in 
full CD'- versions. 

Almathera 

Almathera, creators of a series of CD 
demo, public domain, and fractal disks, have 
created the first fantasy ad\enture j^ame for 
children. Sfii;ii/ niiii Foo are a eoiiple of 
lizards you guide safely through four 
different uni\-erses comprised of over 500 
different screens. Voice narration, an 
illustrated poem, cartoon animations, and 
hundreds of different options make this 
game unique. 

Almathera has also produced a CD 
program to create music \ideos, Vitico 
Creator. Video Creator uses a library of video 
images and animations to create a music 
video for any standard audio CD. The result 
can be vie^ved or recorded on \'idco tape. 
The program uses speciahzed timing 
sequences to coordinate the music with 
special effects such as PsvchCvcles, 
Crossfades, Vector Graphics, Transitions, 
and more. 

CD" Titles Coming Soon 

CD" titles will emerge from currently 
successful game publishers. Many compa- 
nies who have had success with CDTV and 
the Amiga have already planned CD'- 
releases based on their previous hits and 
their newest releases. 

GrandSlom is placing their big hit, Nick 
Fatdo's Champioitsliip Coif, on CD'". Music, 
digitized pictures, and scenic backgrounds 
will abound in the CD'- release of this game 
in October. 

Millennium will provide jaiih'f Pond 2, 
Diggers, and Dniighkri ofSfrprnt in CD'- 
versions as well as their new release, Ciipliiv 
IL Based on their highly successful Cciplivc, 
Captive II can place your character in o\'er 
4,096 random computer-generated plots with 
3(1,000 possible city locations. As Trill, a 
prisoner of conscience and an exile from 
Earth, you must battle the mighty and 
profitable BioCorp. CD^^ will take advantage 
of the enhanced vectorgraphics and intense 
animation sequences. 




Addlfional Entertainment Support 

When the CD"'- was launched on Jul)' 16 
in the UK, Commodore released a long list of 
support products in development. Those not 
already mentioned include the following: 
Acclaim:^!);'?;!/ Kombat 
fiullfrog:Sy»rfaV7/t' and Biosphere. 
l"a!irsoft:Osoir, Wimk's Voyage, and 1S69. 
Gremlin: Hero's Quest, Lilii Divil, Nige! 
Maiisell, Premier Manager, Zool, Zool 2, and 
Utopia 2. 

Krisalis:S(i/!rL' Team, Soccer Kid, as well as 
Maiictiester Lltd 2. 

.Microprose:C)i'i7is/!fro", Ciiiiship 2000, B17 
Flying Fortress, and Legacii. 
Mindscape; Alfred Cliickcn, Clinos Engine, and 
Liberation. 

New Media: Gtiine.-is Book of World Records 2 
Ocean; Intcrnatioitnl Coif. Jurassic Park, 
Sleepwalker, T.F.X., and Inferno. 
Plattsoft: CD Football. 
Psygnosis: Microcosm and U-inmiiigs. 
Renegade: Sensible Soccer and Uridiiim 2. 
Sachs Entertainment: Defender of the Crown 2. 
2Ist CentLiry: Pinbail Fantasies and Piiibnll 
lllnsions. 

Team 17: Alien Breed 2, Body Blows, Project X, 
and Snper Frog. 
ThalJon: Uonhearl 

Virtual Entertainment: Cotnposer Quest. 
Xiphias: Crolier Encyclopedia 1. 
Tihis: Battlcstorni and Prehistoric 

Optonica Ltd. 

Optonica Ltd., best known for their 
video products VideoStreatn, Simpatica, and 
Video Time Lapse (VTL), has created an 
Amiga-based CDTV (and now Cl>'=) 
authoring system, tntcrplaif. Optonica has 
also created a variety of CD'= software. 

Interplay is a multimedia design too! 
using a point-and-click system. This 
program ming-free environment allows users 
to create productions for consumer titles, 
education, and business. Interplay uses a 
lavered design system that allo^^'S users to 



watch the design build as they combine 
pictures, animations, photos, digital video, 
text, music, sound effects, and narrations. 

lnsight:Dinosaurs will be one of a series 
of major releases bv Optonica. 
Insight: Dinosaurs is a joint venture between 
Optonica and the British Natural History 
Museum. Based on the work of (he British 
Natural History Museum'.'; resident 
paleontologists, Insight:Dinosaurs will use 
2-D and 3-D computer graphics, motion 
video, photos, narration, music, and sound 
effects to bring the world of dinosaurs to life. 
The expected delivery date is No\'ember at 
£39.95. 

Insiglit:Tccliiiologi/ continues Optonica's 
multimedia CD work with an intensive look 
at tcchnologv through pictures, animations, 
video, narration, text, music, and sound 
effects. Priced to be announced, the package 
should be available by October. 

Insight:Living Bodi/ teaches all ages 
about the Human body. Tlirough hundreds 
of hand-drawn graphics, animations, motion 
video, and detailed photographs, users tour 
the human body from the skull to the foot. 
There are sections on medicines, the human 
life cycle, and more. lnsight:Living Body will 
retail for £39.95 when it is released in 
December. 

Optonica's Pandora's CD is an interest- 
ing title containing over 2,000 clip art 
images, 99 sounds, as well as six multimedia 
presentations from nuclear power stations to 



Zool and ttie new 
Zool 2 by Gremlin 
will be released for 
the Amiga CD". 
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a tour of England's Milton Keynes. 
Pandora's CD is a must for anyone working 
in Amigii multimedia and lists for only £4.99. 

The London Transport Museum and 
Index Information, Ltd. 

Index Information, Ltd. is part of an 
innovati\e £4 million display with the 
London Transport Musoum. When com- 
pleted, the Hiipcr-Miifciim PwjccI will use 109 
CD'-s to provide interaci\'e information, 
\'idco, animation, interactive sound effects, 
display control, and background sound 
effects. The CD'-s u^ill offer subtitles in six 
languages: French, German, Spanish, Italian, 
Japanese, and English. 

Although there lias already been some 
experimentation with Hyper-.Museum 
technology in the form of a \'irtuai museum 
on \-ideodisc or CD-ROM, the London 
Transport Museum intends to take the 
concept beyond a database and allow 
visitors to interact with a real museum. 
Instead of just pictures, the \'isitor will be 



directed to real museum displays and 
artifacts. The visitor is free to wander 
through the displays and using the Hyper- 
Museum as they wish. The electronic and 
actual \'ersions of the rntiseum's displays 
will become integrated into an almost- 
seamless presentation. 

Mick Tinker, Technical Director of 
Index Information stated, "Many of the 
qualities that will make CD"- such a 
successful home entertainment system also 
make it the ideal commercial multi-media 
player- A high-quality and low-cost deli\'er\- 
unit combined with a powerful de\'c!opment 
platform is allowing us to pro\'ide advanced 
displays at much lower costs than competi- 
tive systems. 

"We have had a very positive response 
from early demonstrations of the projects. 
Wo feel that the concept will attract the 
attention of museums and visitors from 
around the world. One of the new under- 
ground train simulators was shown at an 
exhibition and ever since, the museum has 



been receiving regular requests from 
companies wishing to hire the display for 
their own exhibition stands!" 

The project will consist of 1,152 
raytraced 24-bit images created with ReaBD. 
The displays will be operated by touch 
screen, keyboard, mouse, or remote control. 
A CD'- "Interaciye Museum" program will 
be created for publication after the museum 
has opened. 

E\-erv one of the 29 \ehicle displays will 
have CD'- displays in front of them. In 
addition, another 20 CD'- displays will be 
created so fiiat vehicles can be rotated from 
storage without any further development 
\\'ork. Nine touch screen CD'-s will provide 
multiple-choice \'ideo sequences from the 
archives of the Transport Museum, while 
seven additional touch screen CD'-s will 
provide a singular video sequence. 

Index Information Ltd. has provided a 
wide variety of Amiga, CDTV, and now CD^ 
custom products- They ha\-e coinpleted 
projects for British Telocorn, BBC Scotland, 
Photo-Me International, Amiga Centre 
Scotland, Xi Electronics Ltd., Tritech 
Marketing Ltd., and Team 4. However, the 
London Ti'ansport Museum project is their 
largest. 

Ttie Competition 

As CD'- is entering a highly competitive 
array of CD game consoles. From the 16-bit 
Sega and proposed Nintendo CD machines 
to the massively backed CD-Interactive and 
3D0 players, CD'- will need to dominate its 
opposition and establish its position in the 
marketplace. Its advantages over the.se 
platforms will help. 

.\s compared to Sega and Nintendo, 
CD'- offers 32-bit graphics in more colors 
and with better resohiHon. The double-speed 
drive beats Sega's current standard drive. 

CD-I and 3D0 bring e\'en higher .stakes 
to bear. CD-I has already met the same 
ccmsumer resistance as CDTV. Philips is 
planning an .MPEG cartridge for CD-I this 
fall, but CD-I's base price system retails 
higher than the suggested U.S. price of 
"imder S400" suggested by some Commo- 
dore executives. 

3D0 could be a substantial competitor 
with the might of Electronic Arts and others 
behind it. Hou-ever, 3D0 has vet to be 
marketed (Panasonic is scheduled to ship a 
\'ersion of the platform by October) and the 
price will be significantly higher than CD'-. 
In addition, the development system for 3D0 
begins at 510,000 while an A4000 with a 
large hard dri\'e is sufficient to begin 
^■orking on CD'" titles. 

CD'" has some significant advantages 
over its competition. Advanced graphics 
based on a hardware system that has been on 
the market since 1985 has produced a large 
contingent of programmers who know how 
to utili/ie its features. Commodore's task is 
now to con\'ince a large segment of the 
prograniming public that CD'- is a serious 
platform with consumer acceptance. 

•AC* 
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"Roomers" arc rumors in tlie j'linvl foisi: The 
bits of information arc gathered In/ a lliird-part\/ 
source from whispers inside tlie industry. At 
press time, these rumors remain nnconfinned 
and arc printed for entertainment value only. 
Accordingly, the staff imd associates of 
/Inxiizing Computing cnnnol be lield 
responsibtc for the reports made in litis colunni.j 



CD32 Unveiled 

I'or sonic lime Tlio Banditti lias been 
telling you about the CDTV II project, which 
has undergone several iilterntions ox'er the 
years. Now Commodore has finally made up 
its corporate mind about what to do ^vith this 
de\'icc. Someone must ha\'c come to their 
senses and realized that thev couldn't sell 
this thing for $101)0, \\'hich was their original 
intent. Now Commodore has decided that a 
much lower price is the only realistic choice, 
and in fact that this machine could be just 
what they need to pull Commodore out of its 
financial morass. 

Here's the lowdoivn on the project, now 
called CD32. The CD32 is being marketed as 
a multimedia player/videogame console, 
positioned to go head-to-head with 3DO, 
Atari's Jaguar, Sega CD, CD-I, and tlie Super 
CD from Nintendo (as vet unofficial). CD32 
is essentially CDTV II repackaged at a lower 
price point. How low? We'll get to that in a 
moment- Let's check out the specs first. 

CD32 Specifications: Doubie-speed CD- 
ROM drive {300K/sec transfer rate), 14MHz 
68t)2tl, 2MB of RAM, full AGA chip set, all 
housed in a slick videogame style case. It's 
also got an expansion bus for later add-ons, 
and ports so that you can add a keyboard, 
mouse, and other peripherals. Yes, CD.32 is 



designed to be easilv turned into a complete 
computer system later on; you're essentially 
getting an A120U with a fast CD-ROM drive 
at a great price without a keyboarci (though 
the A1200 will be easier to expand). A S200 
MPEG add-on card will allow you to play 
full motion video at VHS quality or better, 72 
minutes on a standard CD-ROM. 

The initial retail price will be an 
astounding S399; Commodore hopes to ciri\'e 
this down to S299 as fast as possible — 
perhaps even as soon as it is released! CD32 
has already been released in Cermanv and 
the UK, but it may not debut here in the 
Stales until next year. Limited production 
capability is slated first for satisfying tlie 
demand in Europe, which has so far been 
strong. 

What about software? Well, Commo- 
dore has been making the rouncis of software 
developers trying to convince them to 
develop software for it. We'll see some 
repackaged Amiga titles, no doubt about it. 
But not a lot of companies are jumping at the 
chance to take a flyer on spending develop- 
ment dollars on a Commodore project. There 
were some companies that jumped on the 
CDTV bandivagon — they don't have a lot of 
profits to show for their pioneering efforts. 
Paradoxically, though, the strong software 
support for 3DO might help CD32; develop- 
ers could port their applications from 3DO to 
CD32. 

One advantage is that CD32 would 
ha\e a \'er\' large base of existing sofhvarc 
titles to draw on. Sure, they're mostly 
shoot'em-ups, but that's what most video 
games are, anyway. Also important is the 
rich and mature development environment. 
It's easv to create games for the Amiga 
because there are so many good tools. On the 



other hand, creating games for video game 
machines is very difficult, because of the 
expensive, kludgy development systems 
available. And the fact that video game 
machines ha\'e such woefully inadequate 
RAM and processing power that program- 
mers have to jump through hoops to get 
them to perform al all. For instance. Sierra 
gave up on porting its adventure game series 
to Sega CD because there just \vasn't enough 
RA.M available to make the games work. 

Digital Video 

[But Commodore doesn't see CD32 as 
just a game machine; they're hoping that 
other applications will help sell CD32. High 
on their list is movies on CD-ROM. To that 
end. Commodore, CD-I, 3DO, and others 
ha\'e agreed on a standard for MPEG digital 
\'icico on CD-RO.VIs, opening the way to 
movies on CD-ROM that can be run on any 
suitable system. You get about 72 minutes 
per disc, so for most movies you'd ha\'e two 
discs. The MPEG \'idco quality has im- 
proved, so at least it's now better than VHS, 
though not by a whole iot. The Bandito still 
wonders why you'd want to do this rather 
than rent a video, though there are some 
advantages. "Rewinding" or "fast-forward- 
ing" is bound to work much faster on a CD- 
ROM than on a videotape. Of course, you 
could have digital freeze frames, but that's 
actually rather tricky with MPEG, since that 
does intraframe encoduig, meaning that to 
get an individual frame would require some 
processing. 

This mo\-ie technology has other 
applications, too. It could be very helpful to 
the Amiga line, not just CD32. The Bandito 
hears that Sega has licensed Cinepak movie 
compression technology from SuperMac; 
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3DO is also ,i licensee, as ore Apple (for 
QuickTintf} and other conipiinies. This 
software technology lets you replay niovifs 
on screen without a hardware add-on, 
though the speed is slower (or the number of 
colors is less and the resolution is lower, take 
your pick). Now Sega CD can have full 
screen 16-color movies. Yuck. 

But shouldn't Commodore pony up 
some cash and license this for the Amiga? 
Think of the kind of playback speeds vou 
could get ivith the help of the .Amiga's 
blitter. QuickTime and Video fcr Windows and 
all the other flavors of Mac anc! PC digital 
video are a major reason why the .Amiga is 
losing ground as a multimedia machine. Vet 
the Amiga is a far superior piece of hardware 
to any Mac or PC when it comes to playing 
digital video. Hey, Commodore, the 
software's out there, available for licensing. 
Hire a couple of softivare engineers — you 
kiiov\', like the people you just fired — and get 
busy. There's still time to put the Amiga on 
the top of the heap. Multimedia customers 
are more interested in performance than 
brand names, (f vou show them the .Amiga 
can work with the standards of other 
computers and provide stiperior price/ 
performance, they'll buy Amigas. 

The CD-ROM Wars, Part Two 

CD32 is a direct counter-attack to the 
video game consoles. This staves off the 
anticipated competition from 3DO and 
Nintendo's CD-ROM, and really knocks 
Sega's CD out of the park. But does 
Commodore belong in the \'ideo game 
market anv more? Is this a corporate 
direction they want to pursue? And can thev 
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compete with the incredible marketing clout 
of Nintendo, Sega, and 3DO? 

Well, for starters, Commodore is in an\' 
market where it thinks it can make money. 
The way Commodore looks at it, they have 
this cool technology (the Amiga) and they're 
looking to make a profit from it in any way 
the\' can. Sales of Amigas in Europe are 
dwindling because of competition from PCs 
at the high end and game machines at the 
low end. OK, fine: we'll attack the high end 
witli the A40t)H and the AAA chipset 
machines in the future. Nou' for the low end, 
it sure looks like the A600 isn't making it, 
and the .^1200 is too expensive. CD32 looks 
like it can meet the videogame challenge 
head-on technologically; specwise, CD32 is 
right up there with .^DO and way ahead of 
Sega CD and CD-I. 
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Workbench 2 

Available Now! 

Benchmark Modylu-2 lias long bv-tin rejocnized a^ ihc premier 
softs'*. arc dcsclopmcnl cnvirorlilicm tor the Amrgj, combining 
thi; lim-levcl machine access uf C with Ihc readability ynii t-avf 
uf iiw; nf Turbii PaNCal. Now. by special arrungcnient wiih 
Ayk'i Sul'twnrc, ihc power ol' Workbench 2.04 is uvuilahlc to 
Beiichimrk MiKlula-Z procrammt.*rs, 

The package includes AREXX, tJadTools: insiani gaitgci.s and 
menui. BOOPSI: object-oriented ]muiUi>n, ASL; statnlard 
rcqUL'siers. lEEK Math. IFFParst: easy IFF access, and many 
lAsmple Prngrains. 

Benchmark WB2 ut len* the power of aJd-nn Mhraries '.\orih at 
lea-.! S5(K1 for imr special inlnxluci^fry prictMif only St-.V 
Wt-"re offL'riny sjxtial di«:ounis on upgraiJe-i lo Benchmarit for 
mher Mi.idula-2 users. Call or write kjr our free calalo^. 

Armadillo Computing 

?223 Mary mount Drive. Aushn. Texas 78723 

Ph«.ne/E-av. ? 1 2/92^-0.16(1 BIX; jolin^ier 

MasterCard and Vi^a accepted 



COMPUTER 
SHOPPING 
NETWORK 



Accelerator Boards ~ 

S-Force030 40lv1hz4MB/170HD S 854.95 
G-Force03040Mhz4ti/lB/120HD S 833.75 
G-Force030 40Mhz4IVlB/540HD S 1596,95 
G-Force030 25Mtl^lr^/lB S 391,40 

G-Force 030 40Mhz 4MB S 596.30 

G-Force 040 33Mhz 4MB/1 70 HD S 1247.15 
G-Force040 33Mhz4MB/120HDS 1184.60 
A1230 040 40M hi IM 8/882 S 543.30 
Hard Drives SCSI 
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The real challenge is in the marketing, 
which is where Commodore has had 
complete and utter failure in recent years. 
They're up against some of the heaviest 
hitters in consumer electronics marketing 
now. Certainly Commodore can't even begin 
lo compete in the area of advertising dollars. 
-And advertising dollars sure make a 
difference. Look at Sega CD, for instance. 

The Sega CD, for all its technological 
inadequacy, is selling amazingly well. In 
March it wa.s the #13 best-selling toy, right 
up there with Barbie and GI Joe (Genesis and 
Super Nintendo were 1 and 2, of course). 
That's rather incredible for something that 
costs three hundred bucks and doesn't have 
a whole lot of software yet. There is, 
howe\'er, a lot of softivare in the pipeline for 
Sega CD. The Bandito figures that Sega CD is 



MAXTOR 245MB S 261.75 

MAXTOR 345tv1B S 407.05 

MAXTOR 1.27GIG S 1265.00 

MAXTOR 640t^1S S 788.70 

MAXTOR 1,02GIG S 1014.95 

GVPAl 200-65 S 298,55 

GVPA2000-HC8-120HD/OK £ 342.80 

SVPA500-l-iC8-120HD/OK S 353.60 



Voice Orders (615) 577-5100 
Mulituser BBS (615)573-8888 

300-9600 baud 
FAX orders (615) 577-51 15 
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succeeding in part because of the tremen- 
dous PR efforts by other companies to sell 
CD-ROM machines; Scgn's the only one on 
the market now, so when people get all 
excited and want to buy something, they 
don't have any other clioice. Things will be 
different this Christmas for Sega, you can 
bet. 

Philips is pushing CD-I hard again, 
trying to use its new MPEG card to create 
some interest, The Bandito has seen CD-I 
selling on the Home Shopping Network for 
$699— $200 more for the MPEG card! These 
guys are still trying, but their system is 
looking more and more creaky compared to 
the latest greatest stuff. The 3DO box has 
certainly beaten them four v^■ays from 
Sunday in the all-important hypo battle. 
Tocfinologicalh', CD-I was always behind the 
times; it even looked weak back in 1986. And 
when all the new machines coming out ha\'c 
double-speed CD-ROM drives and at least 
two to four times the processing power, CD-I 
just isn't making it. Oh, sure. Philips is 
planning a version with a faster CPU (16 
MHz), and maybe a double-speed drive, but 
there's still no animation support or sound 
chip to work with. 

Tandy's VIS is trying to revive sales 
with a S399 price point, but customers seem 
remarkably uninterested. .After all, this thing 
i.s dog-slow, and certainly has none of the 
whizzy PR energy that 3DO abounds wUh. 
You can figure that Tandy will drop out of 
the race pretty soon; heck, the)' just imloaded 
all their computer manufacturing to AST so 
they can focus on retailing. Gee, that reminds 
The Bandito, whatever happened to that 
THOR-CD project Tandy was touting a few 



Circle 109 on Peader Service card. 



34 Amazing Commuting 



SELF IMPROVEMENT SOFTWARE 



iBrmtf£ram3.Q 

Our unique brainwave synchronization tool is now 
belter than ever, with new aur,)l mitrix tont 
controls, 6 dynamic entrainmeni screens, built in 
vocal suggestion modules, jnd .in easily configurable 
Voice. If you have been se.irching for a really 
effective auto-hypnosis and sleep inducing system, 
try BrainTrain. (For all Amigas) 
BT-l Dream Control, Memory', Success, Exercise 
BT-2 Stop Smoking, Creativity, Relaxation, Sleep 
BT-3 Weight, Stress, Relationships, Procrastination 

$49.95 each plus $2.00 each shipping 
BT-Profcssional All of the features of the personal 
version plus user customiy..ible suggestions, 
configurable raalri.x, multi-platform license & more. 
For use by Naturopaths, Chiropractors, Relaxation 
Therapists, etc. 
$595.00 each plus $2.00 shipping 

Free brochure upon request. 



InSpiraf^echnofogies. 

V.O. 'BO1C309 Tilswonlt, Wl S4011 
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years back, where Ihey promised to ha\x> 
recordable CD-ROM dri\-L's on the markc'l in 
a year? Must have hit some technical snags, 
eh? 

The 3DO Company has gone public, 
selling a lot of stock at an amazing price. 
Right now the company ha? n stock market 
valuation of almost S500 million, and they 
have yet to ship a product! Now that's 
markehng clout for )'ou. For comparison. 
Commodore's current stock market 
valuation is a tad over SUX) million, and The 
Bandito seems to recall that thov've shipped 
a few products. Will 3DO live tip to the 
hype? Maybe. Then again, maybe Atari can 
sell S2 billion worth of Jaguars, too. 
Somebody's gonna be wrong in this picture... 
Oh, you haven't heard about the Jaguar? Sta\' 
tuned to this column for the latest report 
from Atari. 



Atari Corp. Announces the Atari 
Jaguar 

Atari Corp., the fotinder of the \'ideo 
game incHustry (Remember us? Please?) arid 
the crcati\e force behind some of the world's 
best-knoun titles — P(TC-jV1(Tii forever! — has 
announced the launch of a revolutionary 
new multimedia entertainment system, the 
Atari Jaguar. {The Bandito sure is tired of all 
these revolutions; can't we ha^'e a nice, quiet 
succession of technology for a change? No 
bullets, no armed forces, just a simple vote 
by the people that Technology 13 is better 
than Technology A.) The lauitch will be 
supported b\' aggressive ad\'ertising, 
promotion and marketing efforts to be 
centered in the New York market in the fall, 
with a national roll-out of the product within 
one year. (Translation: we can't afford a 
national rollout right now, and besides if it 



AMIGA REPAIR 
SERVICES 

" 24 HOUR TURNAROUND " 

A 1 year warranty • Factory Trained Technicians 
and the lowest prices In the USA 



FACTORV AUTHORIZED SERVICE C ENTER 



Kor AlOOO ,A3000 And Munilurs call 

• Amiga 1200 -GVPAI 230* 

Turbo MBX 1200* 
Lowest Prices in the USA Call 

Get on our mailing !isl You will receiVL' our (;ee news 
letter with seivicB tips and great deals on tuardware 
and accesones . Send ua your namo and address or 
circle the reader sejuice nuniber 



J & C Repnir 
Rl) 2 BOX 9 Roclifon Fa. 15856 
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over 16 million colors in 24-bit true-color 
graphics and produces shaded 3-D polygons 
to be manipulated in a "real" vvorld in real 
time. (Really. That's as opposed to an 
artificial world, you know.) The Atari Jaguar 
also has real-time texture mapping and 
creates spectacular video effects. 

The sound system is based on Atari's 
proprietary, high-speed. Digital Signal 
Processor dedicated to audio. The audio is 
16-bit stereo CD quality and processes 
simultaneous sources of audio data, allowing 
for very realistic sounds, as well as human 
\'oices, which are essential for future 
multimedia applications. (Well, that part 
sounds pretty cool, Better than the same old 
fotir-voice Amiga, anyway.) 

The Atari Jaguar is trulv expandable 
and tvil! incltide a ?2-btt expansion port that 
allows for future connection into cable and 
telephone networks, as ^vell as a digital 
signal processing port for modem use and 
connection to digital audio peripherals such 
as DAT players. (Why would )'ou want to do 
DAT?) 

The unit will also have a compact disc 
peripheral, which will be double-speed and 
w ill play regular CD audio, CD + G 
(Karaoke) and Kodak's new Photo-CD". 
(What they don't say here is that the CD- 
ROM drive is an option that will cost you 
another S20() to S300 dollars.) 

Currently, there are multiple software 
titles in development (Count 'em; One, two, 
multiple!), which will be available on 
MegaCart"''. Atari, knowti for such 
groimdbreaking (What, \'ou mean like all the 
.Atari cartridges in Arizona landfills?) 3-D 
titles as F(T(ftao)(e 2000® and 7Viji;vs/ 20m®, 
will issue spectacular new versions for the 
Atari Jaguar. \ew 3-D game titles will 



Atari, Again 

Just wheji vou thought Atari would 
never darken voiir desktop again, they have 
returned from the gra\'e like a ptiorly 
interred vampire looking to suck out the cash 
of weak-minded consumers. This time, Atari 
has joined the parade of companies selling 
"multimedia players" by offering their own 
solution. Of course, in the inimitable Atari 
press release style, as presented \vith the 
usual Tramie! panache, the Atari Jaguar is 
supposedly bigger, better, faster and cheaper 
than everybody else's machine. 

The Bandito couldn't possibly improve 
on the breathless Atari press release, so here 
it is. Along ivith The Bandito's commentary', 
of course. 



doesn't soil we haven't wasted too mtich 
money.) 

The Atari jaguar, housed in a futuristic 
casing (1-uturistic? What, they sttile it from 
the jctsons? Or is it just aerodynamic, ma}'bG 
with fins?), is an interactive multimedia 
system (Where have we heard these terms 
before? Only from every other computer 
companv in the world.) based on an Atari- 
designed proprietary 64-bit 1?ISC processor. 
(The Bandito heard some people say it was 
actually tu-o 32-bit processors, but no one 
seems to know for sure.) The 64-bit S)'Stom is 
four times the technology currently seen in 
the market today. (And it provides at least 
twice the "hvpe throughput," a technical 
marketing benchtnark which measures the 
flow of buzzwords across a technology 
reporter's desk.) The Atari Jaguar features 



The Memory Location 

New England's #1 Amiga Dealer! 
O Commodore' 



Come in and Gxperience the new 
AMIGA 4000 and the Video Toaster! 

We have the largest selection oi AMIGA 

hardware and software in stock and on 

display in New England! We are also 

NJew England's largest Commodore 

authorized full-service repair center, 

with a knowledgeable and experienced 

in-house service staff. 

Satisfaction guaranteed! 



396 Washington Street, Wellcslcv, MA 02181 
(617) 237-6846 Voice • (617) 237-9525 Fax 

Pure AMIGA since 1985! 



Circle 166 on Reader Seniice card. 



October 1993 55 



includo Ci/!'(Vj;ri)rf;/)f»), Alien rs. I'rfitntor®, 
jii'^iiar Foriinilti One Rnciiig'''' and niiinv more. 
Atari will license Ihird-party publishers to 
join the Jaguar family. (Now if only they 
could find some publishers who want to be 
adopted.-.) 

"The Atari Jaguar system will revolu- 
tionize the state of home entertainment as we 
see it today," said Sam Tramiel, president of 
Atari. "Tlie idea of a 64-bit system is earth 
shattering, and kids and adults will be 
amazed at both the imagery and manipula- 
tive capabilities. (The Bandito is already 
amazed at Atari's manipulative abilities, at 
least as far as the press release is concerned.) 
And we are proud that our entry into the 
multimedia entertainment category will be 
fully made in America." (Only because they 
couldn't get it cheaper overseas; maybe none 
of their old suppliers wanted to deal with 
them again.) 

The Atari Jaguar will retail for 
approximately S200 and will be available 
nationwide next year. The Atari jaguar 
packaged unit will include one software 
experience (Wow, that sounds so California, 
man! Most game machines come with 
cartridges, but the Jaguar comes with an 
experience. Do vou get karma, too?) and a 
Power Pad® Controller with a 10-key pad 
and other special features. 

Software Is the Key 

^'es, that's \\hat it all comes down to. 
All of these machines are just fancy door- 
stops without software. All those hardware 
features don't mean anything if there isn't 
any software that uses them. So Commodore 
has to work hard to get developers lined up 
to do CD32 titles, and perhaps look for some 



Protect your data 
Entertain your children 

Only KeyBang does botli at ilie same time. 
KeyBang enlenains witti a multimedia show in 
response to your ctiild's input while it protects 
your data from the oltierwise harmful effects of 
a child's input. KeyBang comes with a large 
variety of multimedia modules or you can create 
your own. 

Adults love it, too 

Order today: 1 (800)786-9907 or (.i 1 0)674-0783 

KeyBang Software 

FAX: (510)674-0821 (VISA/NIC/AMEX) 
404 L Pike Ln. Sic. E. Concord. CA 94520 
For more infomiaiion calJ:l(800)Ki;VBANG 
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special angle for their software, l-Iey, maybe 
they should hook up u'ith P/i!i/(iin/and get 
interactive Playmates on CD-ROM. Look, 
porn ivorked for VCRs, it could work for 
CD-ROM machines too. Some of the best- 
selling CD-ROMs are more or less porn; 
swimsuit pictures, "adult" entertainment, 
and the like, sold in little ads in the backs of 
magazines. 

Getter Tougtier Before Getting Better 

But meanwhile, thitigs are going to get 
tougher for Commodore before they get 
better. The latest piece of bad news: 
Commodore's long-time chief financial 
officer Ron Alexander has bailed ovit. Kind of 
scary, scz The Bandito, when the guy in 
charges of all the finances takes a powder. Of 
course, the guy has certainly had a very 
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INTERNATIONAL 
MONTHLY EDUCATIONAL DISK 

For Kids 5 to 12. Any Amiga 1-MB, KS 1.2 to 3.0, 
NTSC & PAL. English language only. All original. 
No Shareware. Quality Graphics, Speech, Point 
& Click Menu, Thinking Games, Stories. History, 

To Do. Space, Music, Coloring Book. Jokes, Parent- 
Teacher Corner. Hard disk O.K. Since July 1990. 
Hours of educational fun at your door every month, 
FREE To New Members: Fonts Disk, Music Disk 

- AIR MAIL WORLDWIDE MEMBERSHIP COST - 

U.S. 6mo/S38 YR/S69 Canada 6mo/S4a YR/S77 

Other 6mo/S46 YR/$85 Name, Address, Phone 

VISA/MC #.DATE, U.S.A. Checks NO C.O-D, 

Inlernational Money Order SU.S. payable to: 

SIGNS ETC. BY 0. KNOX 

BOX 628, CARMICHAEL CA 95609, U.S.A. 

INFO: 916-944-4282 ORDERS: BOO-634-2952 



STORIES 
COLORING BOOK 
SPACE UPDATE 
SCIENCE 



PUZZLES 

TRIPS IN TIME 
THINGS TO DO 
DUMB JOKES 
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rough time the last few years, and the 
prospect of digging out of the financial mess 
is certainly no picnic. Still, you wonder what 
he knows that we don't know. 

What do we know? Commodore had 
only S21.5 million in cash as of March 31. The 
company is only ivorth S30 million, which is 
a bit of a drop from last year's S338 million. 
With its stock at S3, the company's market 
value is only S99.3 million. Commodore has 
S37 million in long-term debt, and it's in 
default on a S33 tnillion loan. They lost S177 
million in their last quarter. It's not a pretty 
sight. Commodore's got to be looking for a 
sugar daddy who can bail them out, at 
perhaps some means of convincing Pruden- 
tial, the holders of the majority of their debt, 
that they should be given some more rope. 
After all, there may be some money in a 
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Open your Hmiga to the world 
of IBM compatibilitu.. 



Get the BEST..Dant Settle for Less 



386SX 
386SX Starter Kit 
486SLC w/2MB 
486SLC w/8MB 
Monitor Master 



$ 499.00 
$ 599.00 
$ 899.00 
$ 1199.00 
$ 148.00 



Combinatioa P^ckagps, available witb 
special pricmg 



The ULTIMHTE Br dQecard Rddition 



WinScorm- SVGA, SoimdBlaster 
Cornpatible, Game Port and SCSI 
CD ROM controller....Perfect for 
t he A3000 and A4000 $370,00 

GMR Productions Inc. 

3835 RichmoniJ Ave., Suite 138 

Staten Island, NY 10312-3244 

(718) 967-1509 FAX (718) 948-0893 



DKALER INQUIRIES WELCOME 
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going concern, but there's not that much 
money to be found in a dead corporate 
carcass. 

While a $177 million dollar loss is a 
lot, Apple managed to beat Commodore 
bv losing S188 million in a quarter (though 
on far larger sales, to be sure; about 6 times 
as much, to be exact.) Apple's stock 
dropped about 23%, and they're laying off 
2,500 people. This is not good news for the 
Amiga, folks, much as we might delight in 
.Apple's problems. Commodore has much 
the same difficulty as Apple; the price- 
slashing among PC clone makers means 
that neither Apple nor Commodore can 
sustain high hardware prices. Nobody's 
going to be able to make much profit on 
computers of any varietv any more, no 
matter ho^v much better his s^■stem 
software is than DOS, 

So Commodore is obviously looking 
to CD32 to save the company's bacon, and 
hoping that focusing on the Amiga line 
will bring back some market share — at 
least in desktop %'ideo. 



PSST! 
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Do you know of any rumors, gossip, 

scuttlebutt, or just plain dirt? If so. 

become a protessional tattletale ;ind 

pass these tidbits on to: 

The Bandito 

c/o Amazing Computing 

P.O. Box 2! 40 

rail kin-r. MA 

02722-2 1 40 
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Ola Olsson's "Mother of All Genles" 

I solicited contribiitions of ARexx programs written by readers. Ola Olsson of Enosis 
Creative Services sent his "Mother of all Genies" JrPublisher (JrPub). I wanted to list 
JrPublisher, but it's just too large — over 40 pages in the main listing! It contains interest- 
ing segments of code, however. Readers wouldn't seriously want to copy 2500 lines of 
code anyway, and Ola kindly agreed to offer copies on disk to interested readers. Contact 
Ola c/o the magazine. Please contribute SIO for his efforts. Ola says he was inspired by 
my iciea of manipulating PostScript with ARexx and developing a Graphical User 
Interface (GUI). He also used some code adapted from Marvin Weinstein's and Willy 
Langeveld's 



denios in their ruxxarplib.librtirv docs — included on disk in Tlic 
ARfxx Cookbook or n\'ailab!e to download from BIX. Tlie WaitPklO 
and GetPktO functions from the rexxsiipport.librarv communicate 
with the GUI to collect user input. Since I have never covered these 
functions before, 1 want to focus on that part of Ola's code, and only 
discuss generalities otherwise. The main reason I want to shoivcase 
Ola's uxirk is to tiemonstrate that a self-proclaimed "non program- 
mer" can indeed construct a large and useful ARexx program to 
solve a real-world problem. Ola cautions that his JrPublisher is 
experimental and contains a few beha\'ioral mysteries, but I think 
it's a fine result in the "first major ARexx Project" category. It works 
quite well, and overcomes .some nasty problems in desktop 
publishing. 

What Is JrPublisher? 

It's a Genie or ARexx macro that ivorks in Profcsfioiml Page 
version 4.0A (PPage). It allows you to print 16- and 32-page 
Signature page layouts, or norma! odd-e\'en sequencing called 
Perfect. Perfect is also a form of paperback glue binding of indi- 
vidual odd/even pages. Saddle binding is n large signature stapled 
in the middle. JrPub correctly formats, number-sequences, and 
prints signatures, each page on one half of a sheet of standard letter 
or legal paper (four pages to a signature, front and back). JrPub 
opens a GUI constructed from Willy Langeveld's freely distributable 
"rexxarplib.library" functions. You may output the whole docu- 
ment, or single signatures to update master proofs. JrPub outputs to 
a file (for transfer to film at vour ser\'ice bureau) or printer in 
PostScript format. JrPub e\-en has on-line help! 

The Problem 

JrPub does signature page layout/numbering in publishing, 
and overcomes an omission by PPage to perform this function. If 
you use a professional printer, then vou need to produce camera- 
ready art in either negative film or positive paper form. The print 
shop makes the printing plates from this art. Tlie\' take }-our art for 
individual pages, and paste them together into multiple page 
layouts, used to make a large plate that prints 16 or .32 pages at a 
time on continuous rolls or large sheets of paper. 



JrPublisher: 

ProPage Genre 

in ARexx 

to Print Signatures 

by Merrill Callaway 



Signatures Affects Page Sequences 

.As the book is bound, the pages are cropped to final size. You 
don't crop around all four sides of a page unless you are using a 
spiral binding or Perfect glue binding. Bindings are stronger and 
better if they are composed of multiple bundles of folded sheets, 
collated, and glued or sewn into the backing. Take a look at any 
hardback book and \'ou can easily see this. One of these bundles of 
sheets is called a "signature" by printers. A printer's signature starts 
out as one large sheet from which either 16 or 32 pages are cut and 
folded into one bundle. Short manuals are frequently composed of 
one large signature — a bundle of folded sheets "saddle" stapled in 
the middle. In any case, one page is exactly one-half of one sheet of 
paper because of the fold down the middle. With bundles of pages 
made from single sheets twice as large as a page, it's fairly easy to 
conclude that page numbers would not be in sequence on any 
individual signature sheet. A problem arises, for instance, if you 
want to make masters from ^vhich to photocopy all the pages (5.5" x 
8,5") on sheets of letter paper (S.5" x 11") and bind the manual 
yourself by saddle stapling in the middle. 

JrPub as Print Shop 

Most of us let the printer worry about signature layout, and 
page sequencing. We just print it out with crop/registration marks 
and let the printer earn his pay. But if you wish to do a Unv-voiume 
photocopied manual or if you wish to make a signature proof of a->- 
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24-bit Video and GraphicsSy 



OpalVision' " Main Board 

A true 24-611 ffome buffer and display device witli 16.8 million colors available', 
©very pixel and a maximum resolution of 768 x 480 (.'j80 PAL). An Internal card 
cperalss automatically In NTSC or PAL mode in ai ly Amiga computer with a video s' 
(including tlie Amiga 4000). It's powerful VLSI graptilcs coprocessor enables sten _, 
modes, a tiost of transition effects and smootti, t-iordwa re-control led priority sv^itchlng '] 
and scrofling/panning effects. The board's stote-of-the-art design allows smooth 
fading of pictures, color-cycling effects, and smooth, double-buffered 24-Bit , 
animation. Includes critically acclaimed and award winning OpalPoint™, OjM 
Presents'" and OpaiAnlmtvlATE''>' software. ^B_^ 

New incredibly low pri 

The best is now even more of; 





OpalVision Video Processor™ 

Plug this card Into the OpalVision Main Board and add a wealth of additional feotures 
and functionality, It's o high-quality, real-time 24-Bit fromegrabber which doesn't 
require a time-bose corrector. And, it's a professlonai-quollty genlocker with chroma 
and luma keying. The 256-level linear transparency key ollows the definition of 
transparency between two live video sources on a pixel-by-ptxel basis for smooth 
vignettes, anti-aliosed text and super-smooth effects. The Video Sandwich key allows 
u^ to insert chroma or luma keyed video between definable foreground and 
^fekground layers of a 24-Bit image. It also provides real-time color processing of live 
^^o and an unlimited number of transitions and Digital Video Effects using the 
Huded OpalVision Roaster Chip and software. These include cuts, wipes, fado;,, and 
^Klol organic effects (soft- or hard-edged), plus an Infinite range of flips, tumbles, 
Hwure-ln-picture, page peels and imoge wrapping. 



ideo Suite^ 



This power-packed video and audio mixing, switching and tronscoding device conn 

directly to the Video Processor. This 1 9-Inch , rack mountable unit is so odvanced that it has 

its own internal computer and every ospect is software-controlled for precisely timed and 

accurate functionality. The Video Suite Includes a wealth of inputs and outputs. There ore '-' 

9vldeoandl0oudioinputsavallable,plusthe24-Bitframestore.Professlonalquality video ■ ""• -'• 

inputs and outputs (xe available simultoneousiy in RGB or Y/R-Y/B-Y, Composite and S- ____= 

Video. Choose any 2 sources from these inputs, assign a transition or special effect, and ■'■""" ^ ' 

then trigger It manually or outomotically. All of ttie transitions and effects provided by the OpalVision Video Processor are available for 
use by the Video Suite. The linear transparency key (Alpho channel and transparency effects) can be taken from the Video Processor 
or an external video source, and/or output to anolher production switcher. This ollows transparency control between video 
sources on a plxel-by-pixel bosls. The 10 Audio Inputs (five stereo pairs) ore fully softwore-sequenced with smooth fades and full. 
5-bond frequency equalization. 

OpalVision Scan-Rote Convertor/TBC 

Add this enhancement cord to the Main Board and ochieve 3 IKhz. non-interlaced outpul of Amiga and OpalVision graphics end 
animations. It also de- interlaces any incoming video source in either PAL or NTSC and includes full time-base correction ot incoming 
video. The on-board memory also serves os a separate frame-store for dual framebuffer applications. 



»:>h^!M 



Feature Comparison 



OpalVision 2.0 
(Main Board, Video Processor & Video Suite ) 



Hoidwore Operating Mode: 
Real-Time. 24-Bil RGB 



Suppoited Broadcast Standatds: 
NTSC 
PAL 



Inputs/Outputs: 
» Video Inputs 
5 Video Outputs 

Key in/out 
Moster Sync In 



Supported Video Standards: 

Composrie Video 

S-Video 

V/R-V/B-Y (YUV / Betacom) 

RGB 



Audio Mixing 

S-Bond Equalization 

10 Audio Inputs (5 Stereo Poirs) 

2 Audio Outputs (1 Stereo Poit) 



35ns Ctiarocter Generator 



CoropotiUe with all Amiga 30 software 



Full-Color, 24-BH. real-time animation playback 
In mutttpte modes 



Genlock witti Lumo Keying 



Chrofna Keying on any color 



Video Sondwicli Keying 



New Tek 
Video Toaster 4000 



Hardware Operating Mode: 
8-Bi1 Composite Video 



Iroadcast standard: 

' NTSC 

NO 



Inputs/Outputs: 
4 Video Inputs 
2 Video Outputs 

NO 

NO 



Supported Video Standards: 
Composite Video 

NO 
NO 
NO 



35nt Character Generator 



Includes Lightwave ' 3D 



Transparency Keying 



HAM-S, Maximum 2S«,000 color animation playback 
geneiotsd tlirough Amiga 4000. no) the Video Toaster Hardware 



Genlock with Luma keying 



Transparency Keying 



Integrates into the Amiga Environment 
Frame Buffer accessible by all Amiga Software 


Takes over the machine 
UmDed Frame Butter occesstbiHty to 3rd party solhvore 


Numerous pre-set OVE effects 
Vector-based effects editor lor unlimited custom effects. 


Numerous, pre-sel DVE effects 
NO 


Optional de-Interlacing of Video ond Graphics 


NO 


Includes Award-Winning OpoiPoint software with 
reoi-time 32-Bit painting 


Includes Toaster Point . Operates in interior quality HAM mode. 
renders to composite software for viewing 


Time-Base Correction unnecessary 

for Frame Grabtsing 


Time-Base Correction usually required 
for Frame Grabbing 





"OpQlVision is Awesome!" "Ttie verdict was unanimous.. .Britliant." ! 

— Camcorder — Amiga Shoflper 

"...an enormous range of creative possibilities." "It's a spectacutaf product" 

—Computer Graphics World — Amiga Compu ing 

"Stale-of-ttie-Art feotuies" "The best point program" 

— Amiga World — Amiga Video Jou no! 

"The overall champion of Amiga paint prograiru." "...the finest, most versatile paint package on the Amiga." 

— Desktop Video World — TV Techryolbgy 



— Amiga Computing 



Video Professionals Prefer OpalVision ,. , 

"We installed the OpalVision Main Board in on Amiga 4000 lost J>. r : 

September and it has worked very well for our company, In animation 'M i !.: * 

woilc, the ability to show o client motion tests atthirlyframesasecond ^ '/ -i 

via Opal AnimA^ATE is a great help as well os an outstanding sales tool, ps"" 

Sit a prospective clienfdownandgo through four or five pastontmolion Lg 

projects (playing bacl< in real time with OpalVision rather than using C 

video tape) and you've got a heck of a presentation. ^ 

The OpalPaInt software is a great limesover also, turning out beautiful ^ 

still graphics with ease. The ability to use scalablelonts with Workbench H 

3.0 puts this system into the Paintbox class for rendeiing fonts. The H 

extremely advanced software and the fact that OpalVision outputs an | 
RGB signal rather than NTSC gives it the edge over the competition. 
You can output directly to component devices ond never go through composite video. At Sinister Video, we 
researched all the 24-bif systems ovailable and decided on OpalVision. We've never looked back." 

— Mac McAlpm, Sinister Video Group, Los Angeles 



For inform anon: 
1-800-621-2202 

/lanuiacluiud and Drstfibutfldlby; 

Centaw Development 

P.O. Box 3959 

Torrance, CA 90503 

Ptione; (310) 787-4530 

FAX: {3 i 0)222-5882. 

BBS: (310) 787-4540 ! 



Created by: 
Opal Tech 
I Sydney. Australia 



Circle 147 on Reader Service baid. 



finished book with PPage, or if yciu nro n printer outpultin); via 
PostScript to film, it's not n trivinl problL'in! Unfortunately, PPage 
hns no facility to print pages in anything but sequential ortiL^r, so 
you cannot just print signatures with it. That's where JrPub cotnos to 
the rescue! 

Installation 

There are a few caveats to observe with JrPub. You must assign 
the directory JrPub; to its pathJrPub. It contains an IFF picture and 
help files that, if not found, xvill not let the program start. All ARexx 
programs go into your REXX: assigned directory. Ola says that the 
main program xvill not start as a genie directly, so there is a start 
program to fire it up externally. I verified this. The fault seems to lie 
inside PPage's ARe.'cx facility. If you try a direct launch, you get an 
error output in PPage's error window that makes no sense. The 
regular .ARexx trace console doesn't trap any errors, so I believe that 
PPage is off somehow. 

Set System Prefs 

In order to get the GUI window to open, you need to set your 
text overscan Prefs to 718 x 234 at least. Then set your graphics 
overscan to the same. No^v set \'Our screen mode Prefs to Hi-Res 
Interlaced, four color. Click on the "default" buttons for screen size, 
and save. The GUI opens a really large windoxv. If you keep a 
"standard" 640 x 400 Interlaced screen, vou will lose the bottom of 
the GUI. 

Operation 

Open a document that lias page size set at one-half of a 
standard sheet of letter or legal paper. Ola includes a Genie to make 
an appropriately sized document if there isn't one loaded already. 
After you click on the Genie button, a JrPub window comes to the 
front. It has conti'ols for every aspect of the program's output. 

Tliere are two menu items, one to quit and one for help. After 
you toggle a checkmark next to "help," whene\'er \'0U click on 
buttons, help text appears on a blank segment of the window. Out of 
help mode, once vou ha\e selected your options, press the print 
button and yoiu- document prints to paper or film in the type of 
format {signature or perfect) you have selected. Ola hasn't found a 
way to stop the Genie once vou hit Print. 1 succeeded in stopping it 
bv keeping a Shell open on the GUI window, and if 1 needed to stop, 
I entered the ARexx Command Utility Halt Interrupt by typing HI at 
the prompt. This halts all ARexx activity, including, unfortunately, 
the GUI window's. You need to launch a second .ARexx program 
(included) to close the GUI window manuallv. These are small 
annoyances \'et to be eliminated in Ola's next \'ersion. Tliey are 
minor compared to the work this Genie does. Now we'll look at 
some interesting GUI code. 

How an ARexx GUI Works 

Willy Langeveld's re\xarplib. library contains an assortment of 
functions that are called "hooks" into the .Amiga's GUI called 
"Intuition." intuition controls windows and gadgets and menus. 
ARexx has no graphical capabilities whatsoever, but it can access 
shared libraries by calling their functions, indirectlv registering 
events such as gadget presses etc., and reacting to them. Keep in 
mind that a GUI is not your program: it simplv lets vou launch your 
program(s) in more attractive ways. GUI code can be interleaved 
with your program code, but it may not be such a good idea. 

The library rexxarplib.library iets you CALL 
CreateHostlcontrolport.notifyport) to create a host application 
called "controlport" and for it to "listen" at a port called 
"notifyport." JrPub uses .MANUALHOST and MANUALPORT, 
respectively for these names. Basically, if you want to do something 
like opening a window or adding a gadget (o the window, you do so 
through the controlport, .MANUALHOST. If you ivant to respond to 
an IDCMP (Intuition Direct Control .Message Port) event (such as 
clicking on a gadget), you do it through MANUALPORT, the 
"notifyport". Within the window, you may Call 
AddGadget(.VIANUALHOST,...) to put in a button for instance. That 
button will send some message text to MANUALPORT if it is 



clicked; and the program, "listening" for a message at 
MANUALPORT, reacts by opening requesters or printing, etc. 
Listing 1 is the first few pages of the I'ather lengthy JrPub program. 
Listing 2 shows a little of ho\v the GUI uindow is set up. 

Notes 

Listing 1; After loading libraries, JrPub looks for PPage's 
ARexx port, "PPACEAREXX", and turns off screen updates. PPage 
functions prefixed with "ppm_" are to he used by external calls. 
PPage implements an .ARexx Function Host instead of the more 
usual Command Host. In a nutshell, a function host is global. You 
do not need to change the Address to a host application's port. 
ARexx searches the current directory and then a prioritized list of 
directories until it finds the function. If a duplicate function exists, 
problems will occur if ARexx searches for it first in the directory that 
contains the wrong function of the same name. That's why PPage 
prefixes its externally called functions; to reduce ambiguity. 

After the "CALL hostwindow" instruction calls the window set 
up procedure in Listing 2, and PPage document control functions 
ha\e been completed, we come to Processing Gadget Input. The 
gadget interaction is implemented as a large DO FOREVER loop. 
Next is the interesting part: t = WAITPKT(MANUALPORT), which 
tells ARexx to wait for a message packet arriving at the ARexx 
notifyport named "M.ANUALPORT" (variable t isn't used by the 
program; ( = 1 as soon as a message is received). A click on a gadget 
triggers the sending of the message packet. The gadgets to be 
clicked arc coded in Listing 2. 

Once a message comes to MANUALPORT, the program enters 
a DO ff=l loop. Tlie dummy counter, "ff" never counts anything. 
There is nothing to test or count. A plain DO would do, except that 
"ff" identifies this loop in case we need to "LE.AVE ff". Next, 
p=getpkt(MANU.ALPORT) assigns the message string to the token, 
p, as a character string. 

A Cliaracter to Decimal C2D() ARexx function con\'erts the 
message string to a value, and if it's 0, ^^^e leave the loop. Next the 
GET.ARG(p) extracts all the arguments from the message packet 
arriving via the GETPKTO function, and the value is assigned to the 
variable, command. This command is just the gadget's ID string, 
because they were set to send their ID string if clicked. The 
REPLY(p,0) replies to the sender the original message (not used) and 
a return code, RC of 0, which means "message successfully 
received." So the sequence in all ARexx Interprocess Control (IPC), 
is WAITPKTO, GETPKTO, GETARG(), and finally REPLY(). 

The rest of the listing is a large SELECT block to process all the 
different gadgets which could have been clicked. What does the 
code look like for the clicked gadget? Listing 2 (incomplete) shows 
some of the GUI code. The gadgets that interact with the program 
look like: 

CAI,L AMOsdgetlKUKJALKOST. Ir43!4l701, (r4y+30] , "start", " Start ",-^") 
CALL SetOadgstOUNUUiHOST, 'BCart-.onl 

The arguments: host address, x, y screen coordinates; (Here Ola has 
wisely made the program compute the coordinates so that if he 
moves anything, he just has to change the master variables of one 
key gadget, and all the rest are referenced from that one); "start" is 
the "gadget ID" string; the next argument is the text in the button 
itself (note the spaces to make the button the right length); and the 
"%d" code says to send the gadget ID as the "message text." If you 
find the second WHEN block in the listing, you ma)- see how this 
message winds up being processed. The SetGadget() functions 
highlight or turn off gadgets. GUI logic is complex, but e\entually 
your life as a user becomes easier! 

Suggestions 

.Vlost of the DO and END statements in Listing 2 are unneces- 
sary. The main program is unnecessarily large. 1 would separate the 
GUI, the program calculations, and the PostScript manipulations. I'd 
carry procedures outside as modular, external functions. This would 
make mysteries and bugs nauch easier to trace. I would have 
prototyped this program as a Shell program using arguments and/ 
or lists of global variables as defaults. After it worked, 1 would have 
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constructed the GUI tn implement the actions. SoK'c the prtiblem 
first. 

The inability to interrupt the prograni once it starts printing is 
a logic error. Because of the way the IDCMP events are set up in a 
DO FOl^EVER loop, each iteration of the loop has to RETUR.M 
before it can retrieve and process another event such as a "quit" 
message. Since the various print acti\-ities are nested, and write the 
PostScript output a line at a lime to the P.AR: device, nothing short 
of a drastic Halt Interrupt can abort the program. I would have 
coded my gadgets to launch stand-alone ARexx programs rather 
than have my window host talk to itself, and do the work, too, as in 
the DO FOREVER loop. I would have used "REXX" as my 
notifyport instead of the v\'indow port M.ANUALPORT. Any 
indi\idual ARe.w program running as a separate task could easily 
be interrupted using n SIGNAL ON BREAK_C instruction. If we 
insisted on retaining the DO FOREVER loop, ive would need to 
recode the printing process to launch asynchronouslv so that our 
loop could continue to recci\-c IDCMP events. I believe this would 
present unnecessarily tangled and hard-to-trace program flow, 
however. On the whole JrPub is a very useful program. Keep up the 
good work, Ola! 



CALL abart_Dsg (mesBage) 



EHD 



pagesize - fPM.GetFageSizell) 
PAfiSE VAR pagesize xsize ysize 
IF xslze ^ 5.5 £ yalzQ = S.5 THSK papemtode ■ 
IF xslze=7 & ysize=8.S THEH papennode = 2 



IF papenr^de 



THEN 



message = "First page is wrong size." 
CUIi abort_mag ^message) 



END 

ELSE 



DO i - 1 to totalpages 

curmode = ' ' 

pagesize li PPH_GetPageSize ( il 
PARSE VAR pagesize xsize ysize 
IF xsize = 5.5 i ysize = a.5 THEN cunnoie 
IP xsize=7 & yBize=8.5 THEH currEode = 2 
IF curnode *= papermode THEN 
DO 







error = px 






badpoge . px 






px = px ♦ 1 




EHD 




END 






EKD 






ELSE 







Listing One 



message = "Can't find FroPage l^rexx port!" 
C^LL abort_msg (mesEage) 



/* $VEk: .JrPublieh.reJcx 1,40 Feb. 22. 1993 11:5B:19 



CALL hofltwlndo'rf 



• Copyright J^ 1993 Enoeis Creative Servicea, All Rights ReSierved. 

* Written by Dia Eric OlsEon 



This "Genie" allows printing o£ "saddle-stitched" 
nMnuala/boolcs, "perfect-bound" Emnuala/boois, and 8-, IS-, 
32-page BignatureE. The only constraint to the user is that the 
pages must be one half the size of a standard letter or 
legal size piece of paper {5.5'x S.S" and I'x B.5" 
respectively). Also printing must be black only to sllow use 
of other process colors aa design-grid and margin lines 
within the template. Did I ::iention that this is to be used 
with PPage? 



pen colore are; l=black. 



2-white, 3^blue, 



OPTIONS RESULTS 



TRACE commands 



libs.l = 'rexxsupport. library' 
libs. 2 ^ 'reKxarplib. library' 

IW i = I to 2 

library ^ EXISTS {"libs:" I ilibs-i) 

IF library = 1 THEN 

EC 

IF -SHOW! 'L'.iibs.i) THEN CftLL ADDLIB(liba, i, 0,-30,0) 
IF -SHOWCLMibB.i) THEN 
DO 

meBsage e "Can't load "lllibB.i 
CALL abort.msg [meBBageJ 
EKD 
ESID 
ELSE 





CALL error.txt 






cancel = "Abort" 






okay = "Continue" 






text = errors 1" of your pages are out of range." 






text = textl r'\Do you wish to continue?" 






pagerr = REQnEST(350, 120, text, , okay, cancel) 






IF pagerr = "" THEN 






CO 






CALL abort 






END 






ELSE 
DO 






CALL SetAPentMAHUALHOST,!) 






CALL 






ReotFilKKAMDALHOST, (rlXiSl, (rly*201, (rlxt3401,(rly,240)l 

END 
EBB 

Btart_again: 












/• ProcesBing Gadget Input 


■/ 




/.•..•.•.........•.•........••.•..• >•..•............•.>. 


"***"/ 



DO 



message = "Can't find "lllibB.i 
CALL abort_msg {message) 



IP SBQW( 'P' , 'PPAGEAKEXX' I = 1 THSS 
DO 

CALL ppm^AutoUpdatelO] 

popetiaede n ' ' 
error = ■ ' 
badpsge. = ' ' 
px - 1 
OK . bool = ' ' 
cr = 'Oa'x 

totalpages = ppm^NumPagesO 

IF totalpages - THEN 

DO 

raeasftse a "There is no document loadedl'Mlcr 
meBBsge ° fiese&ge I I "Lead a document or uae the'il let 
nessage <> [oesBa^el l''JrPubDoc Genie to create a new dec. 



CALL Bcreentofrontl ) 



CALL paper.txt 



IF error -= 



(Tuitflag = 
DO forever 

IF iiuitflag = 1 THEN LEAVE 
t = HAirPKTiHAHUALPORT) 
DO If = 1 

p B getp]?t{MANUALPOKl') 

IF c2d(p) = THEK LEAVE £f 

comnand - GETABG(p) 

t ^ REPLY {p. 01 



SELECT 

ifHE^ coimnand ■ 



CLOSEWIITOOW THEN CALL abort 



/.*•*.***,.*#* Print GadgetB <*****»*•*•••*/ 

WHEN command » 'copieB' THEN 
DO 

IP help. bool = 1 THEH 

DO 

CALL help.txt 

EKI? 

ELSE 



DO 



copy. bool = 
DO WHILE copy. bool ■ D 
copies = REQtrEST(350, 150, "Enter number of copies. 

copies, "Oicay") 
IF copies -= '" £ copies > THEH 



DO 



copyti-pe = CATATYPE(copiaB> 
IF copytype = HUH THEK 

DO 

IF copies -- "" THEK copy. bool - 1 

EHD 
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EllD 

C^LL. copiesto 

END 



END 



WHEN command = ' start: ■ THEN 
DO 

IF help.boGl = 1 THEN 

DO 

CALL help.txt 

EKE 

ELSE 



DO 



Start. bool = 

DO WHILE Start. bool = 

range = 

DO WHILE range = 

start ^ REQUEST(350,150f "Enter start page,", start, "Okay" ) 

re fltart >^1 U start <=endd THEN 

DO 

raii'ge ^ 1 

DO 

text - '^ KiLT.be r out of raaige." 

status = £:OEtmagr350, ISQjtext] 

CALL DELAY(150) 
HtatuB = pQ^tmsgl } 
END 



IF fonrat.bool - I then 
M 

IP start//2 -= THEN 

DO 

fltartype = DATATYPE {start} 

IF atartype ^ HUH THEN 

DO 

I? stare '= "" THEN atart.bool 

EHU 

EKD 

ELSE 

DO 

text = "Start number nrust be Cftad." 

status ^ poatmagi 350, 150, text) 

CALL DELAY (150 ) 

Status = postraagt) 

EMD 
END 
EHD 

CALL fromto 
END 



END 



WHEH CDBnuind E 'end' THEN 
DO 

IF help. bool = 1 THEN 



DO 



CALL help.txt 



ead.baol = 

DO tffllLE end. bool = 

range = 

DO WHILE range = 

endd = REQUESTOSQ, 150. "Enter end page. ",endd, "OkAy" j 
IP endd >^ start k. endd <= last 'tHElJ 
DO 

rajige = i 

END 

ELSE 

DO 

text B "Number out of range." 

status = postmsgOSO, 150, text) 

CALL DELA¥(15D) 

Status = postmsgO 

END 

IF format. bool = 1 THEN 
DO 

endtype = DATATYPE {enda) 

IF endtype = HUH THEN 



DO 

IF endd -: 

END 
END 
END 

CALL front o 
END 



'"' THEN end, bool 



EHD 



WHEN command = 'laser' TK^N 
DO 

IF hfllp.bdol = 1 THEN 
DO 

CALL help.txt 
END 
ELSE 



DO 



CALL SetGadgetlKAHOALHOST, 'disk', off) 
CALL SetGadgettKANUALHOST, 'laaer'.onj 

path.bDQl = 1 

print. bool = 1 

prpath B tpatb 

CALL patbreset 



fntdwn = "0" 
END 



EtID 



'perfect' ,onJ 
'lepage' ,off J 
'saddle', off ) 



WHEN command - 'perfect' thi 
DO 
IF help. bool - 1 THEN 
DO 

CALL belp-txt 
END 
RLSE 
DO 

CALL SBtGadgaC (KANUALHOST, 
CALL EetGadget {HAHUJiLKOST, 
CALL SetGadget IHANUALHOST, 
CALL SetGadgetlKAKUALHOST, '32page' ,of f ) 

CALL clearfromto 

format ^bool = 1 

IF Big. bool = 1 THEN 

DO 
CALL RenioveGadget{MAKUALHOST,"ollBigB") 
CALL RemoveGadget (HMJUALHOST, "oneslg") 
CALL SetAPen(HANUALHQST,4J 
CALL RecCFiiliHAKUALKOST, Ir4x+l69), lr4y+25), (r^x+SCS), [r4Y+44 1) 
CALL AddGadget(HAirUALHOST, (r4x + l?0] , (r4iy+30). "start"," start 

CALL SetGadget [HAKUALHOST, "start ".or } 

CALL AddGadget{MAHUALHOST, {r4x*240] , {ray+30) . "end". " End ","Sd 

CALL SetGadget ( MANUALHOST, "end" , on ) 

CALL copiesto 

Call frojnto 

END 

sig-bool = 

END 
END 

WHEN command = 'saddle' THEN 
DO 

IF help. bool » 1 THEM 
DO 

CALL belp.txc 
END 
ELSE 
DO 
GALL SetGadget (MANUALHOST, 'perfect' .off J 
CALL SetGfldget(KANUALIIOST, ' Ifipage' ,of f I 
CALL SetGadgettHAKUALHOST, 'saddle' , on) 
CALL SetGadget (HANUALHOST, ' 33page' .of £1 
CALL sigs /• clearfromto ■/ 
remainder - last//^ 
IF remaicider=0 then format. bool = 2 
IF reE!ainder- = THEN 
DO 

text - "Document size inuet be" 
text = text I I "Xdivisible by 4." 
text = textll^XDo you want to append the" 
text = textir'Vdocument by " | | (4-rejnainder) I I " page(s)?." 
pari = REQUEST(3SDi,150,text,, "Okay", "Cancel") 
case = reciainder//3 

IF case - Or THEN case^B; EL£E; caae=2 
i = "'' 

IF perf = "OKAY" THEN 
DO 
DO i ^ 1 to (4-remainder} 
text ^ "Creating page number "|l(laet+i) 
status ? poetmsg'iBSO, 150, text) 
CALL PPK_CfeatePageitlaBt + l,l,caaej,0,01 
status = pDet^r^gt ) 

IF ca8e=2; then case=3; ELSE; G38e=2 
EHD 

format. bool = 2 

last = PPH_.DocLaBtPage[) 

endd = last 

CALL fifcmtO 
gND 
£L2E 



DO 



'saddle' 
'32page' 



on) 
off} 



CALL SetGadget (HANUALHOST, 

CALL SetGadget (MANUALHOST, 

CALL SetGadget (HAJroALKOST. 'perfect ', of f) 

CALL SetGadget IHANUALHOST, ' 16page' ,of f > 
2ND 
END 
SND 



WHEN command = '16page' THEN 
DO 

IF help. bool = 1 THEN 



CALL help.txt 
END 
ELSE 
DO 

CALL SetGadget (MANUALHOST, 'perfect ', of f) 
CALL SetGadget (MANUALHOST, 'ISpage'.on) 
CALL SetGadget (KANUALHOST, ' saddle' , off ) 
CALL SetGadget (KANUALHOST, '32page* ,off 1 

CALL sigs 

temainder t last//16 
IF reoainder * THEN format. bool * 3 
IF rttAiaiiider-=0 THEN 



62 Amazing Compu71ng 



text •> "Docujnenc size miet be" 

text = textl l"\divialblo by 16." 

text E textl l''\Do you want to append the" 
text = text I I "Xdocuinent by "1 I a6-reniainderH I " pagetB)?. 
perf ^ REQUEST{350,150, text, ."Okay", "Cancel"! 

case = re3)ainder//2 

IF case = 0; THEH ca3e=3; ELSE; caae^2 

i n "" 

IP perf = "DKAY" THEtl 
DO 

CALL temp. check 
DO i ^^ 1 to lie-remainder) 
text ^ "Creating page number "Mllast+i) 
BtatUfl = postI3sg(350, 150, text) 
CALL PPH_CreatePage(last4i, l,caae,0, 0) 
status = postmsgl) 
IF caBe«2r THEH ca&ec3; EL3S,- case=2 



format. booL = 3 
last ^ PPM..DacLafltFagen 
endd s last 
CALL fromto 
END 
ELSE 
DO 

CAIL SetGadgetlMASUALHOST, 
CAlt, SetSadgetlMiUroALHOST, 
CALL SetGadgetlHANTJALHOST, 
CALL SetGad;etlHA>njAL240ST, 

tm 

END 



saddle' ,oiii 
15page',o£t) 
perfect' ,of £) 
lipage' ,o££) 



WHEH COElmand = ' 32page ' THEH 
DO 

IF help.bool = 1 THES 

DO 

CAI^I, help.txt 

BHD 

ELSE 

DO 

CALL SetGadgetlKMTOALHOST, 

CALL SetGadgetlHMTOALHOST, 

CALL SetGadgetlKAKUALHOST, 



saddle' ,o£f ) 
I6page' ,o£f J 
perfect ' ,off ) 



CALL SetGadgetlMAHnALHOST, '32paBe',on) 

CALL Bigs 

remainder = l3Bt//32 
IF remainder = THEN format. bool = 1 
IF remainder*=0 THEH 
DO 

text n "Document size must be" 
text = text M "\diviaible by 32." 
text = textl ]"\Do you want to append the" 
text B text I r'\document by "I I (32~reniinder) I I " pagela)?, 
perf = REQUEST(35[>, 150, text,, "OlcaY''. ^Cancel") 
case - remainder/ /2 

IF case ^ 0; THEN; case^3; ELSE; case=2 
i ■ -- 

IP perf = "OSAY" THEH 
DO 

CALL temp. check 

DO i = 1 to (32-remainder) 

text 1 "Creating page number "ll{last*i} 

etatue = pQetmsg(350, 150. textl 

CALL PPH_CreatePageflaBt + i, Lease, 0,0) 

status = postmsgl) 

IF GBse=2; TJffiN; ca8e=3; ELSE; caEe^2 

END 

format. bcol - 4 

last = PPH_DocLaBtPagB O 

endd = last 

CALL fromto 
END 
ELSE 
DO 

CALL SetGadgeti.MAKUALHOST, 
CALL SetGadgetCMAjnjALHOST, 
CALL SetGadgetlMHTOALHOST, 'perfect', o££l 
CALL SetGadget{HAHllALHO£T, ' J2page',o£f ) 
END 
END 
EHD 



' saddle', on) 
' 16page',o£f ) 



EHD 

WBEH ccmjaaHd = 'allsige' THEN 
DO 

IF help.bool = 1 THEH 
DO 

CALL help . txt 
EKD 
ELSE 



DO 



CALL SetGadget{HANUALHOST, 'allsigB' ,onl 
CALL SetGadget IHAmiAlHOST, ' oneslg ' , off 1 

allsigs.boQl - 1 

oneBig.bool = 

EHD 



END 



WHEH cOTsmajid = 'onesig' THEN 
DO 

IF help.bool = I THEN 

DO' 



CALL help.txc 



'allsigH',Q£f ) 
'onesig', on) 



EHD 

ELSE 

DO 

CALL SetCadget (HAHDALHOST, 
CALL SetaadgetlKAiraALHOST, 
dllsigs.bool ^ 
onesig. bOQl = 1 
page.bool = 
DO WHILE page.bool = 
text II "Enter a page from within the" 
text n textl l"\aignature you wiah to print." 
page ■ SEQUESTI350, 150, text, , 

l,''01tay") 
IF page ^= "" & page > THEN 
DO 

pagecype - DATATYPE [page J 
IF pagetype - HUM THEN 
DO 

IF page -- "" THEN page.bool = 1 
END 
EHD 
BHD 
BHD 
END 

HHfiN coBaaad n 'paper' then 
DO 

IF help.bool = 1 THEN 

DO 

CALL help. txt 

END 

ELSE 

DO 

CALL SetOadgetlMANtlALHOST, 'paper', on| 

CALL SetOadgetlHANDALHOST.'fila'.ofCI 

media. bool h 1 

slgstat . "0 a. 5 11 a. 5 5.5 0- 

PAHSE var sigatat psm pan par cropstat pgx pgy xoff yoff i yof £2 , 
EHD 
END 

WHEN command - 'film' THEN 
DO 

IF help.bool = 1 THEN 

DO 

CALL help. txt 

END 

ELSE 

DO 

CALL SetOadget (HANUALHOST, 'paper' , off ; 

CALL SetGadgetlHANUALMOST, 'film',On) 
media. bcol - 2 

sigatat = "1 1 1 1 11 11 9.75 7 1.5" 

PAHSE var sigatat pem psn psr cropstat pg^ pgy xoff yoffl yoffZ . 
END 
END 

vmEN qomytnd = 'prdevice' THEN 
DO 

IF help.bool . 1 THEN 

DO 

CALL help. txt 

END 

ELSE 



DO 
IF path.bool • 1 THEN 
DO 

tpath = "" 
DO WHILE tpath • "" 

tpath = REQDESTI350, ISO, "Enter new device name.",, 

prpath, "Okay"! 

IF tpath -.= "" THEN prpath = tpath 
END 

CALL pathreset 
END 
END 
END 

WHEH ccracand « 'dislc' THEH 
DO 

IF help.bool a 1 THEN 
DO 

CALL help. txt 
EHD 
ELSE 
BO 
CALL SecGadgecfMAHUALHOST, 'laser', oft) 
CALL SetOadget (KAiraALHOST, 'dislt'.onl 

path.bool ^ 
print. boo 1 3 D 
diakpath 5 Getfile(350, 50, filepath, , "Choose file path.", ,nof ilea) 
IF diskpath I "Ham Disk:" THEN diskpath = "ram:" 
prpath ^ diskpath 
CALL pathreset 
filename - ' ' 
DO WHILE filename = "" 
filename = REQOEST(350, 150, "Enter file 
prefix.", "Document", "Okay") 
END 
END 
EHD 



(continued to page 88) 
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can make your 

fall season HOT 

with the 

best coverage 

of the fast-pacec. 

Amiga 
market? 



omputing 

of course! 



, t^Jting for the Commoclore Amiga, AG's GUIDE and AG's 

TECH provide you with the most comprehensive coverage ol" the Amiga. 
Coverage you would expect from tlie longest running monthly Amiga 

publication. 

The pages of Amazing Computing bring you insights into the world of the 
Commodore Amiga. You'll find comprehensive review.s of Amiga prod- 
ucts, complete coverage of all the major Amiga trade .shows, and liints, 
tip.s, and tutorials on a variety of Amiga subjects such as desktop publish- 
ing, video, programming, & hardware. You'll also find a lasting of tlie 
latest Fred Fish disks, monthly columns on using the CLI and working 
■ with ARexx, and you can keep up to date with new releases in New 

Products and other neat stuff. 

AC'S GUIDE to the Comi-nodore Amiga is an indispensable catalog of all 
the hardware, software, public domain collection, ser\'ices and informa- 
tion available for the Amiga. This amazing bocik lists over 3500 products 
! and is updated every six months! 

i" AC'S TECH for the Commodore Amiga provides the Amiga user with 

valuable insights into the inner workings of the Amiga . In-depth aiticles 

on programming and hardware enhancement are designed to help the 

user gain the knowledge he needs to get tlie most out of his machine. 
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CanDo: An Interactive 
Authoring Tool 

Part 2 - Documents, User-Defined Variables, & Databases 

by Randy Finch 



Welcome to the second part of a series of articles about CanDo. I 
hope you enjoyed the first part comparing CanDo 2.0 with Visual Basic 
2.0 for the Windows environment. I have just received Visual Basic 3.0 
and am anxious to install it and try it out. I also understand that 
Inovatronics will soon release CanDo 2.5. 1 don't know any of the new 
features it will offer except the support of AmigaDOS 3.0 and AGA 
graphics. Well, onward and upward! As I promised, this installment 
discusses using CanDo documents in conjunction with user-defined 
variables as well as getting you started with database programming. 



First off, let me say that it is not my intent to present a detailed tutorial of the CanDo programming 
language in this article. Rather, I will be showing you how to combine various features of CnnDo to 
perform interesting and useful tasks. If you have any questions about the syntax of any statements in my 
programs, I refer you to the CanDo manual or the on-line help system available in the CanDo software. 

1 will be presenting two programs. The first shows you how documents and user-defined variables 
can be combined in a useful way. The technique presented can be used in many different applications. 
The second program shows how easy it is to develop database applications with CanDo. 

Excerpts from a Simple Budget 

The first program I will present is an excerpt from an application 1 am writing entitled SimpleBudget. 
As you may have guessed, this is a home budgeting application. While writing SimpleBudget, I had to use 
documents and user-defined variables extensively. The program excerpt 1 will be discussing is centered 
around one of several cards and its support routines. The purpose of this card is to allow the user to enter 
the names of the financial accounts he or she has and the names of the different categories each account is 

divided into. For instance, the user may have one 
account named Checking which is divided into 
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categories such as Car Payment, Mortgage, Food, 






Clothes, etc. and another account named Savings 
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Summer Trip. Each of these accounts represents 
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an actual account at a bank, credit union, or other 


Delete->1 
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financial institution. The categories are just 




artificial divisions of the accounts created by the 


Sort-> 1 
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Sopt-> 1 




J 


user for budgeting purposes. 

The card shoivn in Figure 1 is named 
Create_Accounts. On the card are several CanDo 
objects. There are two TextField objects named 
Field_Account and Field_Category. They are the 
two beveled rectangles near the top of the screen 
and are used for entering new account and 
category names. Directly under these objects are 
two large beveled boxes, which are List objects 
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Figure 1, Create.flccounts Card i 
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named Doeunicnt_Accoiiiits and Dociimt'nt_CatL'garif s. They are 
used to display lists of account and category names. Finally, there 
are six TextButton objects, The two to the left of the 
Document_Accounts list object are named DoleteAccount and 
SortAccount. The first allo\\-s the user to delete a single selected 
account while the latter causes the program to sort the list of account 
names. Tlie two TextButtons to the left of the Document_Catogories 
arc named DeletoCategory and SortCategory. They perform the 
deleting and sorting of the category names. The final two 
TextButtons are located in the lower right corner of the screen and 
are named OK and Cancel. The first allows the user to accept the 
changes made to the account and category names while the latter 
allows the changes to be discarded. 

The Create_Account.'i card also contains four text strings: 
"Enter .A.ccounts:", "Enter Categories:", and tvvo "000" strings. The 
latter two strings will be continually updated by the program to 
keep the user informed about the current number of accounts and 
categories in the two List objects. Figure 2 shows how the card mav 
look after adding some accounts and categories. Notice that the 
account named Checking has been selected by the user. This 
account has five categories associated with it: Car Payment, Church, 
Clothes, Food, and House Pavment. 

The Paper Work 

No\v that the user interface has been laid out and we know 
how it should function, it's time to do a little paper work. We must 
decide how to manage the user's data. This is where CanDo's 
flexible user-def^ined variables become extremely useful. First, a 
primary variable name must be chosen. I use the controversial, )'et 
thought-provoking name Budget. Several levels of secondary' 
names will hang off this primary variable name. Tlie 
variable Budget looks like this: 



More on the User Interface 

Listing 1 shows all the information about the Create_ Accounts 
card. The listing was generated by a utility that is packaged with 
CanDo, and the line numbers were added using the AmignDOS CLI 
command "TYPE filename OPT N". When you are creating the user 
interface discussed earlier, you can use the information in this listing 
to help you lay out the interface exactly the way it appears in I'igurc 
1. The window information for the card is shown in lines 64-77. All 
the information you need for laying out the wirious objects are 
shov\'n in the Definition sections of the listing. Notice in lines 270- 
299 that there are two TextMenu objects attached to the card. These 
are drop-down menus. You do not need to add these objects if you 
do not want to. They simply allow an alternative to the OK and 
Cancel text buttons. 

Adding Functionality 

Once the interface is defined within CanDo, it is time to add 
functionality to it bv adding code. The code can be added as event 
routines or as global routines. The event routines are executed 
when some event happens to an object or card. Global routines are 
subroutines that can be called from e\'ent routines or otlier global 
routines and are usuaih' used when certain tasks need to be 
accomplished from within more than one routine. If the program- 
mer does not add any cocte to an event routine, then nothing 
happens wlien the event occurs. 

Let's start with the Create_Accounts card. It has two event 
routines: BeforeAttachment and After Attachment (lines 34-52 and 
53-63). The former is executed just before a card is displayed on the 
screen and is normally used for assigning values to variables that 
are used by the card. The latter executes after the card is displayed 



Budget .HunAccDunts 
Budget .Account [ ] . Itane 
Budget .Account [ ] . Huncategorles 
Budget. Account!] .CategoryH .Name 
Budget. Account!] .Category!] -BeginBalance. Dollars 
Budget. Account!] .Category!] .BeglnBalance. Cents 
Budget. Account!] .Category!] .EndBalance. Dollars 
Budget . Account ! 1 . Category ! ] . EndBalancs .Cents 
Budget .Transactions [] .Type 
Budget. Transactions [] .DollarsTotal 
Budget. Transactions !] .CentaTotal 
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Enter Recounts: BB3 



Enter Categories: BBS 



Delete->| 
Sort-> I 



Notice that Budget handles a dynamic array 
(represented by the brackets) of account names and a 
dynamic array of category names for each account 
along with other types of information. The entire 
data structure for Budget is quite lengthy and is not 
presented in its endretv. The Create_Accounts card 
only makes use of the first eight items in the 
structure. The other items in the Budget data 
structure are used by other cards in SimpieBudget 
and are not discussed in this article. 

The nice thing about storing all of the data in a 
user-defined structure as presented above is that it 
makes it very simple to save and retrieve the data from a disk file. 
For example, if you want to save the Budget data structure, you can 
issue the following command within the CanDo code: 

SaveVariable Budget, Filename 

You can just as easily retrieve this data back into the Budget variable 
with this command: 

Budget »LoadVariable[ Filename) 

This feature makes CanDo extremely useful for application 
de\'e!opmont. It beats the heck out of ha\'ing loops within loops 
within loops around a PRINfT or WRITE command as you would 
need in BASIC. 



Hjtual Fund 
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Delete->| 
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OK 
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Figure 2, Create.ficcounts Card Hith flccourtts and Categories Filled in 




and is normally used for printing text and graphics on t!io card. 

The Befoi-eAttachment routine is extremely important for the 
Create_AccoLuils card. It transfers information stored in the Budget 
variable to several documents. Documents in CanDo are like 
variable length strings except that sophisticated operations can be 
performed on documents. Also, a document can be attached to a 
List object so that when the doctuncnt changes, the List object is 
updated automatically. The Document_Accounts list object has the 
Accounts document attached to it (line 86); the 
Document_Categories list object has the Categories document 
attached to it (line 202). These attachment assignments are made 
while designing the List objects. 

Since there is an array of category names for each accoLint, a 
mechanism is needed to create a multitude of documents with 
different names, one for each account. Once these docimients are 
created, the text from these diicuments can be moved into the 
Categories document as the user selects different accounts. This is 
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neccssnrv since tile nnmc of the document iitt.iched to a List obiecl 
cannot change; hovve\'er, the text of the .itt.iched document cnn be 
changed. Therefore, I decided to, in essence, create .in array of 
documents. Documents cannot actually be part of an array; thus, a 
little inj^enuit)' is needed. Since documents are referenced by string 
variable.s, it is possible to use (he string concatenation operator to 
create the document array. Each document in the array will have a 
name of the form Calcgories.AccountNanie where AccountName 
cnn he anv of the user account names. Tlius, if the user has three 
accounts named Checking, Savings, and MiitualFund, three 
documents will he created nnmed Categories.Checking, 
Catcgories.Savings, and Categories. MutualFund to store the three 
lists of category names for the accounts. 

The BeforeAttachment routine for the Create_AccoLints card is 
used to move the current names of accounts and categories in the 
Budget variable to appropriatelv named documents. The user can 
then manipulate the documents to his or her heart's content. Once 
the user is finished modifying the accounts and categories, he or she 
can select the OK Te\tf5utton or the Okay TextMenu, in which case 
the information in the modified documents will be put Itack into the 
Budget variable for later saving via the SaveVariable command. 
Howe\'er, if the user selects the Cancel TextButton or the Cancel 
TextMenu, the document contents are not transferred back to the 
Budget \'ariable, thus !ea\-ing the original values intact. Therefore, 
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the documents act as temporary storage areas for new input. 

The code for BeforeAttachment is quite simple. It sets the 
^vorking document to .'\ccouiits, clears it, determines the number of 
accounts in the Budget variable, and then uses an embedded loop to 
build up the Accounts document and each of the 
Categories. AccountNiame documents. Each name is inserted into 
the appropriate document using the Tvpe command (lines 40 and 
46). .\otice the .\'I;VVl.iNE parameter at the end of this command. 
This causes the pointer for the document to ndwince to the next line. 
Without it, all the names would appear on the same line. 

Global Routines 

Before looking at the code in the rest of the e\'ent routines foi' 
the Creatc_Accoun(s card, let's take a look at the seven global 
support routines in Listings 2-S. This will help you better under- 
stand what the event routines are doing when thev call one of these 
global routines. 

Listing 2 is the Cancel .Accounts routine. It is only called when 
the Cancel menu item is selected. (Tlie Caiicel button has the same 
code as part of the e\'ent routine itself. This is just to show you that 
there are different ways of accotiiplishing the same task.) This 
global routine simplv directs the program to a card called Intro. 



This is another card in the SimpleBudget application that is not 
discussed in this article. Take a look at line 3. CanDo does niit 
allow a comment to reside on a line alone; it nuist follow a com- 
mand. Therefore, the Nop (meaning "No Operation") command is 
used to precede the comment. This is something 1 want to see fixed 
in a future release of CanDo. 

Listing 3 is the Display Categories routine. It is used to mo\e 
the appropriate Categories.AccoiintName document into the 
Categories docisment so it will be displayed in the 
Document_Categories list object. Typically this routine will be 
called whene%'er the user selects an account name in the 
Document_.-\ccounts object with the left mouse button. Since there 
can only be one working document at a time, this routine first 
assigns the name of the current working docLunent, stored in the 
svstem \'ariable Document.^ame, to the variable CurrentDocument. 
Next, the u'orking docimient is changed to Accounts and the name 
that is stored in the currently selected line of Document_Accounts is 
assigned to the variable ChosenAccount. TheLinc is a system 
variable used to store the text of the currently selected line of the 
current working document. If the value of ChosenAccount is not 
NULL, then the working document is changed to the appropriate 
Categories. AccountName using the WorkWith Document command. 
This command will create the document if it does not already exist. 
Next, the text from this document, if an%', is assigned to the string 
variable NewCategorvDocument. The 
working document is changed to Categories 
(the one attached to the 
Document_Categories object), cleared of its 
current text, and then assigned the text irom 
NewCategorvDocument. At this point, the 
categories lor the selected account will be 
displaved. Since the documents Accounts 
and Categories will always have a blank line 
as the last line in the document (used as the 
insertion point for a newly entered name), it 
is possible for ChosenAccount to be NULL. 
If this is so, the Categories document is 
cleared because there are no categories for 
this blank account name. Finally, the 
original u-orking document is reset. 

Listing 4 is the OK Accounts routine. 
It is executed when the OK button or Okay 
menu item is selected bv the user. It is very 
similar to the Defore.'Xttachment routine 
discussed earlier except it moves all of the 
information in the documents to the Budget 
\ariable rather than the other way around. 
The number of accounts and categories in 
each document is determined hy taking the 
number of lines in the dociunent and subtracting one (lines !i and 
13). The one is subtracted because there is always a blank line at the 
end of the document. The system variable LineslnDocument always 
holds the number of lines in the current working document. Tlie 
account and category names are extracted from the docimient by 
moving the cursor to the start of the appropriate document (lines 4 
and 12) and using the system variable TheLine as described earlier. 
The document cursor is then moved through the document one line 
at a time (lines 23 and 27) extracting the names as it goes. 

Listing 5 is the Print .Mum Accounts routine. It updates the 
displav near the top of the Create_Accounts card shoiving the 
number of aecoimts in the Document_.Accounts object. It does this 
by clearing the current number on the card and then displaying the 
new number. 

Listing 6 is the Print Num Cat.s routine. It is identical to Print 
Num Accounts except it updates the number of categories displaveci 
in the Document_Categories object. 

Listing 7 is the Sort the Document routine. It sorts the current 
working document; therefore, the working document needs to be set 
before calling this routine. The main bodv of the sort routine (lines 
.v9) is executed only if there is at least one non-blank line in the 
document. The SortDocumcnt cominand is tised to accomplish the 
sort and the NOCASE option is used to make the sort non-case- 
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sensitive. After the sort is complete, the first line will nhvays be the 
blanti insertion line that is normallv tit the end of the document. 
Thus, tiio document cursor has to be moved to the first line in the 
document and tliat line deleted. The cursor is then moved to the 
end of the document and the Neivl-ine command is issued in order 
to leave the document with n blank line at the end. 

Listing K is the Update Categories routine. It moves the 
contents of theCategorie.s document into Ihe appropriate 
Categories. AccountName document. This is normallv done 
whene\cr the user selects a different account name to make sure 
that any changes made to the categories for the previouslv selected 
account are stored properly. The routine is \'ery similar to the 
Display Categories routine. 

Event Routines 

Now it is time to look at the other e\ent routines for the 
Create_Accounts card shown in Listing I. i have already discussed 
the BeforeAltachment routine; let's now look at the AfterAttachmcnt 
routine (lines 53-63). This routine puts some text on the screen and 
prints the numlter of accounts and categories via global routines. 
Finally, it activates the Field_.^ccoiint object, anticipnhng that the 
first thing the user will want to do is add an account name. At this 
point the application will simph- ivait until the user does something. 
The code that is executed is dependent upon the user's action. Let's 
take a look at these possibiliHes. 

The Field_Account object has two events associated with it: 
OnClick (lines 113-119) and OnRelease (lines 106-112). TheOnClick 



will execute. Making it an OnRelease routine rather than an 
OnClick routine allows the user to change his or her mind about the 
selectitin after clicking the mouse button h)- mo\'ing the pointer off 
the object before releasing the mouse button. Tlie routine sets the 
appropriate working document, assigns the variable 
DeletedAccount to the name of the chosen account, deletes the 
account name, and then upd,ites the number of accoutits. Since the 
categories associated with the deleted account are no longer valid, 
the routine clears the Categories.AccountName document associ- 
ated with the deleted account. Finally, the category- information is 
updated. 

The DeleteCategor)' button also has an OnRelease routine 
(lines 21')-22f-i). It deletes the chosen category and updates the 
category information, leaving i"ield_Category activated. 

The SortAccount button has an OnRelease routine (lines 187- 
iy2) that updates the current categories list, makes Accounts the 
working document, and then calls the Sort the Document global 
routine. Remember that the working document has to be set before 
calling the sort routine. Finallv, the Field_Account object is 
activated. 

The SortCategory button has an OnRelease routine (lines 239- 
245) that works similarly to the SortAccount OnRelease routine. 

Finally, the OnRelease routine (lines 132-134) for the OK button 
and the Occurred routine (lines 281-283) for the Okav menu item 
simply call the OK Accounts global routine described earlier. The 
equivalent routines for the Cancel button (lines 147-150) and the 
Cancel menu item (lines 296-298) go to another card named Intro 
(not discussed in this article). 
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routine executes when the user moves the mouse pointer to the field 
and clicks the left mouse button. This routine sets the working 
document to Accounts, mo\'es the cursor to the last line in that 
document, and then updates the categories. The OnRelease routine 
executes when the user presses the ENTER key while in the field. It 
obtains the text from the field, inserts it into the working document, 
which was set to Accounts in the OnClick routine, clears the field, 
reactivates the field, and then updates the number of accounts. At 
this point, the new accovmt name entered by the user will be shov^m 
in the li,st of accounts in the Document_Accounts list object. 

The Field_Category object also has an OnClick event routine 
(lines 265-268) ancl an OnRelease event routine (lines 256-264). 
These routines perform functions similar to the OnClick and 
OnRelease routines for the Field_Account object. 

The Document_Accounts object also has OnClick (lines 88-92) 
and OnRelease (lines 93-95) routines associated ^vith it. When the 
user clicks on an account name in this object, the current categories 
are updated, the categories for the chosen account are displayed, 
and the number of categories is updated. The OnRelease routine 
simply activates the Field_Category object anticipating that the user 
will want to add now categories to the chosen account. 

The Document_Categories object only has an OnClick routine 
(lines 204-206). It sets the working document to Categories. 

The DeleteAccount button has onlv an OnRelease routine (lines 
163-174) associated with it. When the user presses and releases the 
left mouse button while the pointer is over this object, this routine 



I hope that this CanDo program excerpt has helped you see 
how useful user-defined \'ariables in conjunction with pseudo- 
arrays of documents can be for application programming. Many 
different tvpes of applications could benefit from the techniques 
discussed. Let's now turn our attention to some of the nice features 
of CanDo that make for easy database programming. 

Database Programming 

Figure 3 shows the user interface to a simple database 
application. The name of the card on which the interface was 
created is DataEntry; the program is shown in Listing 9. The 
interface consists of five TextField objects and six TextButton objects. 
The TextField objects are used for entering names and addresses. 
Everv name/address combination is called a record. The 
TextButton objects are used to add a new record, delete an existing 
record, display the pre\'ious record, display the next record, load the 
database from disk, and save the database to disk. 

Notice in Listing 9 that the names of all of the TextField objects 
have something in common; they all begin with a period, They arc 
named .Name, .Address, .City, .State, and .ZipCode. When the 
names of these fields begin with a period, some special commands 
are available for mo\'ing the data in the fields to user-defined 
variables and vice versa. The primary variable name used in the 
program is Address. Its structure is as follows: 
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Circle 151 on Reader Servif;e cartJ. 



AddrasBll .Koiw 
AddresBlI .M^efifl 
Address!] .City 
Address II .State 
Ax3dress [ } . SipCoda 

This is n dynamic array of addresses. Notice tliat all the extension 
names match the names of the TextF-ield objects on the Datal-ntry 
card. This is necessary for the special database ct>mmnnd.s to work 
properly. (However, this is essentially a moot point since user- 
defined variables do not have to be pre-defined.) 

Each TextField object has an OnRelense routine that simply 
activates the ne,\t field on the screen. Thus, if the user types a name 
in the .Name field and presses ENTHR, the .Address field will be 
activated and so on. Tliis ollovvs the user to easily enter data for a 
record without having to acti\'ate each field with a mouse click. 
When ENTER is pressed in the .ZipCode field, the .Name field is 
reactivated. The six TextButton objects also have OnRelcase 
routines associated with tliem. Let's take a look at them in order. 

The Add button is used to ndd another record to the Address 
variable. TheOnReleasc routine (lines 129-134) uses the 
GetDBObjecfs svstem variable. This variable, when assigned tti the 
current record of the Address variable, which is numbered 
Curlndex, mo\es the values of all the specialK' named fields on the 
DataEntry card into the Address variable. (Nice, huh?) This, in 
essence, stores the currently displayed record. Next, Curlndex is 
incremented, a new blank record is inserted into the Address array 
using the InsertArrayEntry command, and the global routine Show 
Record is called to display this newly inserted blank record on the 
screen ready for user input. 

Listing 10 shows the global routine Show Record. It uses the 
SetDBObjects command. This command extracts the current record 
from the Address variable and displnvs the components of the 
record in the appropriate fields oti the card. (Also nice, huh?) Next, 
the \vindow title for the card is changed lo reflect the new record 



number, and the .Name field is ncti\'ated, awaiting additional user 
input. 

Now wc return to Listing 4 and the Delete button. The 
OnRelease routine (lines 147-153) for this button first deletes the 
current record using the DeleleArraylndex command. If the record 
being deleted is the last one in the database, then the variable type 
(obtained with the VarTvpo funclioii) of Addre5s[Curlndex] will 
now be equal to "Nothing" since it does not exist. If this is the case, 
the LastArravlndex function is used lo determine the actual index of 
the last record in the Address variable. This value is assigned to 
Curlndex. Finally, this record is displayed. 

The OnRelease routine for the Prev button (lines 166-173) stores 
the current record, tieterinines the previous record number using 
the Pre\'ious.'\rravlndex function, and shows this record. If there is 
no previous record, meaning the one currently shown is the first in 
the array, then the system \ ariable SenrchFound will be set to 
FALSE when the PreviousArraylndex function is executed. In this 
case, the current record is set to the last record in the database. 

The OnRelease routine for the Next button (lines 186-193) 
works the same as the Pre\- button routine except it searches 
forward in the array using the NexlArravlndex function. If there is 
no next record, then the first record is displayed. This, in combina- 
tion \vith the first-to-last looping of the l're\' button makes the 
database circular rather than linear. This is like allowing a Kiirg- 
Ace-Tvvo spread in rummy. 

The Load button's OnRelease routine (lines 206-214) deleSes all 
the data in the Address variable using the Dispose command. It 
then uses the AskForFilename function to display a file requester on 
screen. Once the user selects a filename and closes the requester, the 
filename is returned to the variable FN. If this file exists, it is loaded 
into the Address variable using the LoadVariable function, and the 
first record is displayed. 

Finally, the OnRelease routine for the Save button (lines 227- 
231) stores the currently displayed record, obtains a filename from 
the user, and then uses the 5a\'eVariablo command to save the data 
in the Address variable to the file. 

Of course, this database program is very simple and more code 
needs to be added to make it a usable program. Howe\'er, my intent 
is t(! help \'ou become familiar with how the special database 
commands and fimctions are used. 

Closing Comments 

Well, that's about enough, don't you think? You are probably 
tired of reading, and 1 know ! am tired of banging these blasted keys 
on my computer kevboard. I hope this article has helped you to 
appreciate the invaiuable tools available in CanDo for ^vriting 
application softivare for the Amiga computer. 



Listing One 



Listing 1. Interface Ir.fonndtion ar.d Event Routines 
£or Create_Accoui:tE Card in CanDo 2.0 



I •■••• 

2 • Deck "CanDo-Part2-Progrflin" 

3 • Tine 13:19:34 
i ' Date 06/27/93 

5 ............> 

e 

6 * Card(al in deck- 

9 * Card ''Create_AGCountB" 

10 ••• • 

11 * 1 Card[Bl, L were printed. 

12 ••••••..•...• 

13 

H ••• 

IS * Natural order of Cards 
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16 ■ Card "CreatB.Accouqt*'' 

le 

19 «•*#*******»* 

20 * aldbal Routiiie(a) in deck. 

21 * Hauclne "Cancel Accounta" {was noi printed) 

22 * Routine "Diaplay Categories" {was not printed! 

23 * Routine "OK AccountB" [was not printed) 

24 ■ Routine "Print Num Accta" [waa not printed! 

25 " Routine "Print Kue Cats" {waa not printed) 

2S * Routine "Sort the DocuaanC" {was not printBdl 
27 • Routine "Update CategoriBS" (waa not printed} 

38 •• ""• 

29 • 7 Glcbal routineeffl) , were printed. 
^n *«*«*«*••"**"**' 

31 

32 ..•••^"""* 

33 • Card "Create.Aceounta" 

34 BaforeAttiiichment ,- used Co be OnStartup 

35 WorltWithDocunsent "Accounts" 

36 Clear DOCUMEMT 

37 Let NumAcoounta = Budget. NumAccountB 
3B Let £ - 1 

35 While I <- NijmAccountH 

40 Type Budget .Account [i] -Hacie.NEWLINE 

il WorkWithDoc-Linent 

"Categoriea." |Sy^5et.Account[I] .HacB 

42 Clear DOCCHENT 

43 Let NuEiCategorieB - 
Budget, Account [I] .KuioCategorieB 

44 Let J = 1 

45 While J <= KunCategoriee 

46 Type 
Budget, Account [I] .CategorylJ] .NaE:e,KSWLrNi; 

47 Let J ^ J+1 

48 EndLoop 

4S WorkWithDocument "Accounts" 

50 Let I ^ 1*1 

5 1 EndLoop 

52 EndScript 

53 After Attachment ; used to be AfterStartup 

54 SetPrintFont "topaz",9 

55 Set?rintStyle SOLD ,2,3 

56 SBt?en 1,0 

S? SetDrawMode JAMl 

Sfi PrintText "Enter Accounts :"f 102, IS 

59 PrintText "Enter Categories i '", 410, 18 

60 Do "Print Hum Accts" 
ffl Do "Print KUm Cats" 

^2 SetObJactState 'Tield_Account", QH 

63 EndScript 

64 Window "USBrwindow* 

65 Definition 

56 Origin 0,0 

67 Size 640,200 

6B Title "SimpleBudget vl.OO 1992 HKA 

Productions ACCOtJNTS and CATEGORIES" 

69 HumherOfCcilcrs 4 

70 WindowColorfi 3,1,0 ; Detail, Slock, 
Sackgraund 

71 HindcwQbj ectfi CL0SES1JTT0I4 

72 WindowFlage activate SEPARAtESCREE.*; 
TOPRCBM 

73 EndScript 

74 OnCloBeBuCton 

75 Quit 

76 EndScript 

77 EndObject 

78 Liat "r>ocuiaent_AccQunta" 

79 Definition 

BO Origin 106, 45 

81 Size 209,120 

83 Font "topaz", B ; FontNanie, PointSize 

93 PrintStyle PLAiK ,2,3 ; SEyle, PBnl, Pen2 

^4 TextColors 1,0,JAH2 ; PenA, PenB, 

PraiiAlodie 

85 Border DOdblssevel .2rl i BorderStyle, 
MainPen, ExtraPen 

86 Document "Accounts* t where the text comes 
froe 

87 EndScript 

88 onclick 

89 Do "Update Categories" 

90 Do "Display Categories" 

91 Do "Print Nun Cata" 
93 EndScript 

93 OnRelease 

9* SetObjectState "Field Category", ON 

95 EndScript 

96 EndObject 

97 TextField "Field_Account'' 

98 Definition 

59 Origin 106,32 

100 Size 165,8 

101 Justification LEFT 

102 MaMFieldLength 22 

103 InitialText "" 

10* Border MUBLEBEVEL ,2,1 ; BqrderStyle, 

MainPen, Extrapen 

105 EndScript 

106 OnReleaee 

107 Let AcctMame = TextFrom( "field. Account" 1 
106 Type AcctHaniE, NEWLlHH 



109 

no 

ui 



SetTaxc "Fleld_Accaunt". "" 
SfltObj ec tState "Field.Account" , OH 
Do "Print Mum accts" 



112 EndScript 

113 Onclick 
114 

lis 

116 

117 
IIB 

119 EadScript 

120 EndObject 

121 TextButton "OK" 

122 pelinition 



WorkWithDocument "Accounts" 
HoveCuraorTo ENTOE DOCUMENT 
Do "Update Categoriea" 
Do "Display Categories" 
Do '^Print Kum Cats" 



Origin 463, 191 

Font "topaz", B J FontName, PolntSize 
PrintStylB PLAIK ,2,3 ; Style, Penl, PBn2 
TextColors 1,0, NORMAL ; ?enA, PenB^ 



Text " OK 

Border EMBOSSED ,2,1 ; SoE-derStyle, 



Highlight OUTLINE 
ButtonFlags KOHE 



gndScript 
OnRe lease 



Do "OK Aceounte" 



Origin 557,191 

Font "topaz", B ; FontNzuM, PointSize 
PrintStyle PLAiK ,2,3 : Style, Penl, Pen2 
TextColora 1,0,W0RHAL ,- PenA, PenB, 

Text " CANCEL " 

Border embossed ,2,1 ; BorderStyle, 



123 

124 

125 

126 
DrawMode 

127 

12 B 
MainPen, ExtraPen 

129 

130 

131 

132 

133 

134 EndScript 

135 EndObject 

136 TextButton "Cancel'' 

137 Definition 
13S 
139 
140 
141 

Dra-i-Hode 

112 

143 
MainPen, ExtraPen 

144 Highlight OUTLINE 

1,15 ButtonFlags MONE 

14fi EndScript 

147 OnReleaee 

14B Kop ,-Change nairy a thingl! 

149 GotoCard "Intro" 

150 EndScript 

151 EndObject 

152 TextButton "DeleteAccount" 

153 Definition 

154 Origin 19,54 

155 Font ''tDpai",8 ( PontMame, PointSize 

156 PrintStyle PLAIN ,2,3 i Style, Penl, PeflS 

157 TextColora 1,0^, NORMAL ,- PenA, PenB, 
cravtHode 

158 Text "Delete->" 

159 Border EMBOSSED ,2,1 ; BordetStyle, 
MainPen, ExtraPen 

160 Highlight OUTLINE 

161 ButtonFUOflNOWE 

162 EndScript 

163 OnRelease 

164 WorkWithDo-cianent "Accounta" 

165 Let DeletedAccount = TheLine 

166 Delete LIKE 

167 Do "Print Hua Accts" 

16iB Hop J Clear the document associated with 

the deleted account 

169 WorkWithDocument 
"Categories."! IDeletedAccount 

170 Clear DOCUHEilT 

171 Do "Display Categories" 

172 Do "Print Hu-ti Cata" 

173 WorkWithDocurnent "Accounts" 

174 EndScript 

175 EndObject 

17 6 TextButton "SortAccount" 

m Definition 

17B Origin 19,74 

179 Font "topaz", 8 j FontName. PointSize 

150 PrintStyle PLAIN ,2,3 j Style, Penl, Pfln2 

151 TextColors 1,C,K0RHAL ; PenA, PenB, 
Dra'rfModH 

162 Text " Sort'> " 

183 Border EHBOSSed ,2,1 r BorderStyle, 
KainPen, ExtraPen 

184 Highlight Outline 

IBS ButtonFlaga HONE 

IB 6 EndScript 

1B7 OnRelease 

laa Do "Update Categories" 

189 WorkWithDccusient "Accounts" 

190 Do "Sort the Document" 

191 SetObjectState ''Field_AccouiLt'',OK 

152 EndScript 

193 EndObject 

194 Liat "DocuifteBt_Categoriea" 

195 Definition 

196 Origin 414,45 

197 Size 209,120 

198 Font "topaz", 8 ; fontNane, PointSize 

199 PrintStyle pLaxn ,2,3 ; Style, Penl, Pen2 

200 TextColora 1,0,JAM5 ; PenA, PenB, 
DrawMode 

201 
MainPen, ExtraPen 

202 
Comes from 

203 EndScript 

204 Onclick 



Border dOUBLEBEVEL ,2,1 ; BorderStyle, 



Document "Categories" ; where the text 
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. BxrraPen 



Endobject 
TeactButton 



305 

90fi 

307 

306 

309 

310 

311 

312 

211 
DrawHodfl 

214 

215 
KAinPen 

2U 

317 

3ia 

319 

330 

331 

333 

333 

134 

335 

23S 

237 

338 

339 

330 

331 

232 

233 
UrawHode 

231 

235 
Mainpen, Extrapen 

236 

237 

238 

239 

240 

341 

242 
' 243 

244 

145 

24t 

347 

240 

249 

250 

251 

352 

253 

254 
MalfiPea, ExtPaPeQ 

2SS 

256 

257 

35a 

359 
360 

2«1 

sea 

353 
254 
3(5 

set 

3(7 

ita 
3«9 

210 
311 
213 
373 
374 
275 
DrawModB 
276 
277 
21S 
279 

no 

381 
293 
2Si 
284 
285 

2se 

287 
239 
289 
290 
DraVHOde 
291 
292 
291 
291 
2S5 
296 
297 
298 
299 



WorkWithDocument ' 

EDt!5crlpt 
BodObjecc 
TextButEofl "DeletftCategory" 

Ueflnltioa 



Orlsin 3}3,54 

Font "topai",6 ; FontHane, ?ointSizB 
PrlntStyle PLAIN ,2,3 ( Style, Ponl, Pens 
TeKtColora 1,&, NORMAL ; PenA, PenB, 



TeKt "DolBte->'' 
Border EKBOSSED 



2.1 1 BorderStyle, 



EndScript 
onRelease 



EndScript 



Highlight OOILIHE 
ButtonFlage NONE 



MerJtWlthltocmaent "Categories" 

Delete LIME 

Let ChanaedCategoriefl = TRUE 

Do "Print Hum Cata" 

Do "Update Categories" 

SetObjectState "Field_Category^, OH 



•SortCategory" 
Oeilnition 



Orlsin 333,74 

Font "topaz", e ,- PontHame, PointSize 
PrlntStyle PLAIN ,2,3 ,- Style, Penl, Pen2 
TextColora 1,0,hD]WAL ; PenA. PenB, 



BorderStyle, 



Enascript 
OnBelease 



EndScript 
Endobject 
TextField **Field_CatBgory'' 

Definition 



Text " sort-i " 
Border EMBOSSED ,2,1 



Highlight OUTLIKE 
ButtonFlaga NCHE 



WorkwithDocujDent "Categories" 
Do "Sort the Document" 
Let ChangedCategories s THDE 
Do "Update Categories" 
SetObjectState "Field_Category" 



Qrlgia 114,32 
size 115,8 
just i f iirat ion left 
MaKFieldLength 22 
InitialTeKt "" 
Border DOUBLEBEVEL 



2,1 ,- BorderStyle, 



EndScript 
OnRelease 



EndScript 

Onclick 



EndScript 



Let CatHame = TextFrom("Pield_Category"l 

Type CatName , NEWLINE 

Let ChangedCategories = TRUE 

SetText "FLelc_Category","" 

SetObj ectstate "Fie Ld_Category" , OH 

DO "Print NuBi Cats" 

Da "Wpdaca Categories" 



WorkWithDocument "Categories" 
HoveCursoiTo gjraOF DOCUMENT 



EndObject 
TextMenu ' 



Okay " 

Definition 



AttachTO HEHU ,'*OptionB" 
Font "topaz", 6 j PontNama, PointSize 
printstyle PLAIN ,2,3 ; Style, Penl, Pen2 
TextColora 0,1, NORMAL ; PenA, PenB, 

Text "Okay " 
ManuFlags NONE 
Highliglvt COHPLEMEKT 
ShortCutKey "" 



SndScript 
Occurred 



EndScript 



Do "OK Accounts" 



Endobject 
TextMenu "Cancel " 

Definition 



AttachTo MESt , "Options" 
Font "topaz", 8 : PontName, PointSize 
Printstyle PIAIN ,2,3 ; style, Penl, Pen2 
TextColors 0,1, NORMAL ; Peni, PenB, 

Text "Cancel " 
KenuFlags HOHE 
Highlight COMPLEMENT 
ShortCutKey "" 



EndScript 
Occurred 



Do "Cancel Accounts" 



EndScript 



Endobject 



300 • End of Ca: 

301 •«*»*«***•• 



:d "Create^Accounts" 



Listing Two 



Listing 2. "Cancei AccountB" Global Routine 



2 • Global routine "Cancel Accounts" 

3 Kop jChanffe nairy a thing I 1 

4 GotoCard "Intro" 

5 • End of routine "Cancel Accounts" 



Listing Three 



Listing 3. "Display Categories" Global Routine 



2 ' Global routine "Diaplay Categories" 

3 Let Current Document = E^ocumenttlame 

4 WortWithDDcuEienc "Accounts'* 

5 Let CtLOsenAc count = TheLine 

6 If ChosenAccount <> null 

7 WorkWlthDocument "Categories » 
if nonexiBtant 

a Let MDwCateaoryDoeunient = 

TaxtPramDocumeLt ( "Categories . " I ! ChosenAccount ) 



1 IChoDenAccount ^Create 



10 
11 
12 
13 



WorkWithDocmnent "CategorteH" 

Clear DOCUMENT 

Type HewCategoryDocument 



Else 



WorJtHithDocument "CategorieB" 

14 Clear DOCUMENT 

15 Endlf 

16 WorJcHlthDocument CurrentDacuneat 

17 • End of routine "Display Categories" 
IB ************* 



Listing Four 



Listing 4. "OK Accounts" Global Routine 



5 
6 
7 

e 

9 
10 

11 



15 
16 



17 
IB 

Cat ego ryS ana 
19 



Global routine "OK Accounts" 

WorkHithDocument "Accounts" 

HoveCursorTo STAKTOF DOCUMENT 

Let NuEiAccounts « LinflBlnDoCuaient-l 

Let Budget. HumAccountB = t."uinAc counts 

Let I = 1 

Hliile I <= NumAccounts 

Let AccountNanie " TheLine 

Lflt Budget .Account II] .Name = AocountNama 

WorkWltliDocuinant "Categorlee." I lAccountKame 

MovaCursorTO STARTOF DOCUMENT 

Lat NumCategorias - LlnesinDocumant-l 

Lat Budget ^Account [II .iflumcategories = NumCateaorieB 

Let J - 1 

While J <- MunCategories 

Let CategoryMame = TheLine 

Let Budget .AccOuflttl] . Category (Jl .Name ■ 



Let 



Budget. AccounC[I] -Category [J] .EegBal. Dollars > 

2C Let 

Budget. AccountEI] ,Cateoory[Jl -BegBal. Cents = 

21 Let 

Budget . Account 1 1 ] . Category I J I . EndBal . EJollars * 

22 Let 
B-jdjet.Account III .Category [J] .EndBal. Cents = 

23 HoveCureor DOWN 

24 Let J - J*l 

25 EndUKJS 

26 WorkwithDocument "Accounts" 

27 Mcivecursor DOWN 
2B Let I = 1+1 

2 9 EndLoop 

30 GotoCard "Intro" 

31 ■ End of routine "OK Accounts" 

32 ************* 



(continued on page 77) 
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As Amiga hardware improves so does the software to drive it. 
A true test of a great piece of software is the adwinces it takes 
through the years. This month in tlie Video Slot we'll go over some 
new upgrades to popular programs, including the Video Toaster, 
Akddm 4D, Cnligari 24, Ashii CDFS, and Xetec CDX as well as find 
out how to access Kodak Photo CDs on an Amiga. 

Toaster 3.0 

Video Toaster users face a particularly hard decision, whether 
to upgrade their software, hardware, or both. NcwTek offers 
various options all with varying degrees of completeness. The first is 
a "softivare only" upgrade for current owners of the Toaster card. 
The upgrade is available from local dealers and also from NewTek 
(list price at press time was S795). By now you know what you get, 
so here's what you don't get: real-time animations, new AGA 
switcher effects, color interface screens, improved video output, and 
better genlock encoding. A big loss? Depends how you look at it. 
The new switcher effects are Impressive to say the least. If you are 
not primarily using the Toaster for transitions between t^vo video 
sources this loss shouldn't be too big of a problem. Color interface 
screens are nice but not mandatory, hnproved video output and 
better genlock encoding are a big plus but this depends on what 
your format is. It won't be as noticeable goir^g to VHS as it is going 
to one-inch tape. Real-hme animations sound great but the results 
are not exactly up to par with single frame controlled output to tape 
for several reasons. First, the animations are in AGA mode and 
don't have ciuite the color depth as the regular framostores. Also the 
animations are lo-res. Full screen 30 frames-per-second animations 
only run in the Toaster's lower resolution modes on a stock 4000. If 
you need higher resolutions you'll need to trim your animadons 
down to quarter screen. While the full screen animation mode isn't 
broadcast quality, it looks surprisingly good with LightWave's great 
new antialising routines. But single-frame recording is still the way 
to go. So if you are mainly interested in the Toaster's real-time 
animation, you would get much better results with a dedicated 
board that plays real-time 24-bit stilis off a hard drive using 
compression. 



Tliese are the main items you'll miss with your current 2.0 
Toaster upgraded to 3.0 software. You'll still get a tremendously 
improved LightWa\'e/ Modeler, a completely redesigned Character 
Generator, ChnmmFX, same old TonshTPimit, and more new features. 
The next option is to upgrade your current board to include the 
above hardware features (video output/improved genlock). E\'en if 
you put it right back in your 2000/3000, it will be "4000 ready" 
when you decide to upgrade your computer at a later date. The 
other option is to purchase a 4000 and a brand new Toaster 4000. It's 
important fo keep in mind that NewTek is obviously developing 
new Toaster features around the AGA chipset and the increased 
bandividth of the 4000. While you might be able to live with 3.0 
software used in your 2000/3000 minus the AGA features and 
hardu'are options, the next update will probably rely oven more 
hea\'ilv on the features of the newer Amigas. For example, a newly 
redesigned ToasterPaint rumored to be in the v\'orks would be a 
prime candidate for ACA mode. This would allow full-screen hi-res 
manipulation of framestores. Full screen animations are bound to 
impro\'e \vith higher resolutions and faster frame rates. These 
ad\ances will no doubt continue to take advantage of the AGA 
chipset. 

NewTek offered great upgrade opdons this past summer 
including upgrading Toaster boards (for $1195) to Toaster 4000s as 
well as joining with Commodore to give discounts off the price of a 
buying a new 4000. It's unclear if similar options will appear this 
fall; however, 3.0 software will continue to be a^'ailable for existing 
Toasters through local dealers. 

Aladdin 4D 2.3 

Adspec Programming continues to show no slow down when 
it comes to continuing to push their software to the edge. Aladdin 
4D's latest upgrade adds numerous new features including a new 
bitmap texture method via texture member control called Tiles. 
Some new procedurals textures for Tiles include: burst-sine, circles2, 
fireworks, radial, spiral, spiral-sawtooth, ripplel, and ripple2. This 
new upgrade is a math coprocessor only \'erston that features faster 
rendering especially noticeable during gases, procedural textures, 
and shadow work. .A.n included example states a rendering time of 
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13 minutes in version 2.1 as opposed to 59 seconds in 2.3! This 
software is getting seriously fast. You now have the option in 2.3 of 
scaling geo files when loading them in. New rendering modes are 
also included in the form of half-res and double-res mode. In double 
mode the program supersamples space by shooting more rays per 
pixel giving highly antialised results in the final image. Half-res 
does the opposite, shooting fewer rays for testing purposes. A 
benefit with DCTV is that instead of rendering in hi-res mode you 
can render and display in a lower resolution {352 width) for much 
faster results especially during animations sessions, With the lower 
bandwidth of DCTV's composite output, you may not notice much 
difference between the half-res renders and standard hi-res (704 
width) images. But you will notice they will render three to four 
times quicker! The interface has gotten spruced up a bit (especially 
the gadgets) to be more uniform with the 2.0/3.0 Workbench look. 
Shadow acceleration is a new feature that gives faster ray-traced 
shadows and is user adjustable. It uses a compression scheme that 
results in decreased rendering times. Gases have gotten faster as 
well: 20 to 50 percent faster. Also, a new method of determining the 
boundaries of spherical gases inside their containers has been 
developed, giving more accurate spherical gases from any angle; 
although gases are freeform, Aladdin 4D calculates them according 
to the containers they are enclosed in. Retina support is now 
included so users can render in full 24 bit at various resolutions. 
AGA support was added last version and the program still supports 
a large amount of framebufffers including Firecracker, DCTV, 
OpalVision, and Resolver. 

The latest issue of Aladdin's Lamp (#8) is just out with special 
features on arcs, pipes extrudes, and bitmapping. The issue also 
includes tutorials in print and on disk featuring a space scene and 
recreating an ocean, as well as a few new fonts. The big news at 
Adspec is the new tutorial tapes for Aladdin 4D. Each is two hours 
long and features Aladdin's creator Greg Gorby in step-by-step 
tutorials. The first volume contains tutorials on flying logo creation, 
making a snow storm using Aladdin's rotoscoping, an animated 
child's mobile, and a incredible sun/planet walk-though using 
gases. Volume two continues with a space scene creation, camera 
tracking through a maze, an insect causing rippling waves on a - 



pool, and flying a camera around a bitmap. While I've only begun to 
work my way though the sessions, I have seen enough where 1 can, 
without hesitation, highly recommend these tapes. They do 
unfortunately move a little too quickly and assume a basic under- 
standing of Aladdin 4D, but for the user who knows his way around 
the program, these tapes offer excellent visual training to produce 
stunning results. The two volumes are available as a set for 559.95 
directly from Adspec Programming and the upgrade to 2.3 are 
available for registered users for S41.45. 

Caligari Broadcast 3.0 

Octree Software has a unique upgrade available now allowing 
Caligari 24 users to upgrade to the new 3.0 version of Caligari 
Broadcast for S199. What's in the new \-ersion? Quite a bit for power 
users! One major advance is that free-form deformation is now 
available on an animation Ie\'el through the standard keyframe 
interface. Polygon subdivision is available at each frame for smooth 
progressive surfaces as the object deforms; this creates additional 
polygons automatically as needed when an object changes shape. 
Also added is much improved z-buffered quick rendering with or 
without gourand shading for added speed. Interactive painting has 
been added for painting across a whole hierarchy at once rather 
than selecting single sub-objects. New also is visible lights. Yes, you 
heard it right. You finally get to see your lights in Caligari. Smooth 
di\-ide is a new tool which will automatically refine the geometry of 
existing objects by adding new polygons while maintaining the 
surface curvature. IFF24 and 1-D environmental maps can now be 
used as backgrounds. Also, all background /foreground merging is 
now done during the rendering process. RGB, HSV, and CMY 
sliders are now available via sliders or numerical entry. 

The new update has been optimized for 68040 users. WavcfranI 
files can now be loaded and Caligari preserves the material attribute 
grouping. Object file importation has been enhanced to automati- 
cally create hierarchies and generate better optimized line lists. 
Imagine file importing now sports better material attribute support 
as well as support for Turbo Sili>er materials. Rendered images can 
be saved in IFF24 format in resolutions up to 8000 x 8000. Primitives 
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Got a Great Idea for a Program? 
Make it Real with CanDo! 
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CanDP Lets you convert your ideas into reality. 

CanDo is a software authoring system that gives you the power of a programming language, yet makes creating your program's 
interface as easy as using a paint program. Because CanDo is tailor-made for the Amiga, all of the exciting Graphics, Sounds, 
and mouse-driven Objects that are built into your computer are at your fingertips. This gives you everything you need to make 
your ideas come to life. 

CanDo Makes real programs real easy. 

Painlessly creating your interface is just the beginning. The key to making real programs is CanDo's English-like scripting 
language. Even if you're a beginner, you can .still use CanDo's tools to write programs for you. While easy to learn and use. 
the commands are so powerful you can create programs which would take 10 times longer to write using a language such as C - 
even presuming you had years of programming experience. 

CailDo Is programming for the rest of us. . . 

Ordinary people all over the world are using CanDo to create real applications such as: databases, utilities, animated multimedia 
presentations- kiosks, training systems, and all sorts of games. CanDo enables you to explore your imagination and make the 
things you never thought you had the time or experience to do. 



You CanDo It! 



interactive media 

Inovatronics, Inc. / 8499 Greenville Avenye / Suite 209B / Dallos, TX 7523 1 / USA / Tei: {214) 340-4991 /FAX: [214) 340-8514 
Inovatronics, ltd. / Unit 1 1 , Enterprise Centre / Cranborne Road / Potters Bor / Hertfordshire / EN6 3DQ / ENGLAND / Tel: +44-707^2861 / FAX- -I-44-707660992 
Inovatronics Gn^bH / liittlcher Sirolie !2 / D-53842 Troisdorf-Spicfi / GERMANY/ Tel: 02241/40 68 56 / FAX: 0224 1/40 67 73 

Circle 1 14 on Reader Service card. 



have been redesigned to include correct smooth/face! shading and 
built-in texture mapping information. Other improvements include 
better HAMS palette generation and two new gluing methods. All in 
all this is an impressi\-e set of new features and a nice upgrade path 
for Caligari 24 users who want more power in their 3-D rendering 
system. 

CD-ROM— AsimCDFS 2.0 and Xetec CDX 1,65 

We've talked about CD-ROM options in past articles. One of 
the best options to any Amiga user is to add a CD-ROVl drive and 
explore the vast resources of graphic and sound files available. Two 
recent upgrades to existing CD-ROM software packages ha\'c been 



Express Yourself 

with Languages & Samplers from Oregon Research! 



Devpac 3 



$149.95 Clarity 16 



$289.93 



With it's po^verful multi-windowed integrated 
editor/assembler/debugging de\'elopmentsys- 
tem, De\'pac 3 is the ideal progra mming en viron- 
ment for beginners and professionals alike. 
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The heart of the package is the fast and powerful 
assembler and debugger supporting all 680x0 
processors and coprocessors which is now at 
least 409!: quicker than its predecessor. Compat- 
ible with all Amiga computers and includes spe- 
cific library support for Workbench 1.3, 2, and 3. 

Highspeed Pascal $199.95 

The leading Pascal development system for all 
Amiga computers. Compatible with Turbo Pas- 
cal 5.0 on the PC, the system includes an inte- 
grated multi-^vindo^v editor and interactive er- 
rordetection and a compiler that processes more 



W 



< In this exwplr, wf U«i tHi 
bdcN de i»t chicks to irsb- 



it 

1 : intfgrr; 

iImX, st»fY ; ruV, 

Kilfit vofli '. \f(tttr'. 
irilr 

lith Itorkftrri da b(9]S 
stipX ;= iMiX- nlsX) /3I, 

fir I :: I tg It d) 'ith tul 
«gfS '- roundistffX * i> 
vtUs :- rodftdtstfpif • il, 

llBuiJIlPBfl, ftSscX. FinY * 




than 20,000 lines per minute. Also supplied is a 
stand-alone CLl compiler, inline assembler for 
ultimate speed, and versatile make facility for 
easy project management. These features make 
Highspeed Pascal a truly powerful and easy-to- 
use system for all le\'els. Compatible with all 
Amiga computers and includes specific library 
support for Workbench 1 .3, 2 , and 3. 



The first low cost professional 16 bit stereo sound 
sampler for the Amiga range of computers. The 
system can record 8 or 1 6 bit samples a t up to 44. 1 
KH?. from any sound source and playback to any 
amplifier or mixer. Also included is a complete 
MIDI interface for use with any MIDI instrument 
and commercial MIDI software applications. 

The software package includes a powerful 
multitasking windowed sample editor with ad- 
vanced editing and signal processing capabili- 
ties. The system can also perform real lime effects 
processing as well as function as a MIDI sample 
sequencer. Clarity 1 6 is compatible with all Amiga 
computers including the A1200 and A4000, 
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And More... 



Also from Oregon Research, HiSoft Basic 2 a 

professional BASIC development system; Power 
Basic an entry level structured BASIC; P.F.M.+ a 
powerful personal and small business financial 
management system; AM AS2 and StereoMaster 
professional and entry level 8 bit stereo sound 
samplers with integrated MIDI; MegaLoSound 
8 bit sampler with direct to disk recording; and 
FroFlight an amazing Tornado flight simulator 



introduced and both offer strong features. Asimvvare Inno\'ations 
offers an upgrade for existing users of their CD dri\-cr called 
AsimCDFS 2.0 (the FS stands for file system). The biggest news is 
the addition of AiiiiiPhoto, \vhich allows users with a Kodak Photo 
CD-compatible drive to load pictures and convert them to IFF24 24- 
bit files, Although currently not supported by many Amiga image- 
processing programs, Photo CD is going to become more popular on 
the Amiga platform in the coming year, just as it has taken off on the 
IBM and Mac market. Most photo de\-elopers now support the new- 
format and it's simple to use. Just drop off your roll of 35mm film 
and in jess than a week your pictures come back stored in various 
resolutions on a CD, We'll cover Photo CD's many options more in 
depth in a future Video Slot, but the main 
thing is AsimPhoto makes it easy to bring 
hi-res 35mm-quality photos into the 
Amiga desktop, Aiso, the included 
Fis/iMrtrir/ CD of Fred Fish disks has been 
expanded to include disks up to #880. 
,4.';)ij;T;()i('s allows advance CD audio 
playback features such as random, 
ordered, sequential play, A/B cuts, direct 
track access, track/ disk naming, 
cataloging, and disc identification. A new 
preferences editor allows saving 
configuration options, and full ARexx 
commands ha\'e been implemented. The 
suggested retail price is S79; the upgrade 
from current version is $35. 

Xetec's CDX 1.65 offers many of the 
same features as well as some new ones. 
CDX now reads Macintosh CD disks 
using the HFS file system. Photo CD 
support is now standard u-ith a PCDtoIFF 
conversion utility. Also added is support 
for associated files, CDXL, and 2.0/3.0 
Workbench. New drivers have been 
added for better CDTV emulation. A 
software version of a CD remote control 
comes standard as well as a CD install 
program which mo\'es ail the necessary 
controller information and drivers onto 
your boot floppy or hard dri\'e. To 
upgrade, contact Xectec directly if \ou 
have a previous \'ersion of the CDX 
software. Both programs allow many 
similar features and both have been tested 
on quite a few CD drives. If \'ou have a 
Photo CD-compatible drive, then it is 
definitely worth it to upgrade to either of 
these CD file system packages since 
previous versions of both did not support 
Kodak's photo file system. 
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— CanDo cont'iinted from page 72 



Listing Five 



Li&ting 5. "E'rint Num Accto" Global Routine 



Global routine "Print Kum Accts" 

Let Current Document = DocmnentKame 
HorXWitbDocument "ftccounts" 
SetPrintFont "topaz", §| 
SetPen 1. 

SetPrintStyle BOLD ,3,3 
SetDrawHode JAM2 

PrintText " ",26B,18 ;clear the previous number 
SGtDrawMode J AMI 

PrintText FormatValue(LinesInDocuiiient-l, "000"} ,26S,ia 
WorkwithPocuEierit Current Document 
' End of rputine "Print Hum Accts" 



Listing Six 



Listing 6. "Print NuiD CatB" Global Routine 



9 
10 

11 
12 
13 



Global routine "Print Num Cats" 

Let CurrentDocument = DocutnentKame 

WorkWithDocument "Categoriefl" 

SetPrintFont "topaz", 9 

Set?rintSt/le bole .2,1 

SetPen 1,0 

SetErawHode JAKl 

PrintText " ",595,16 

SetDrav^ode JAM2 

PrintTexfc FomfttValue(LinesInDoc\unenc-l,"000"},S95, 18 

HarkwithDocuifLent Cur rent Document 
End of routine "Print Hum Cata" 



Listing Seven 



Lictln? 7. "Sort the Document" Qlobal Routine 



1 • Global routine "Sort the Document" 

3 Hop ^The current docuir.ent should be set in calling routine 

4 If LinesInDocument > 1 

5 SortDocument KOCASE 

6 KoveCursorTo STARTDF DOCUMENT 

7 Delete LIKE 

a MoveCursorTO ENDO? DOCUMENT 

9 NewLinc 

10 Endlf 

11 • End of routine "Sort the Docuctent" 

12 •"*-*••*"•* 



Listing Eight 



Listing S. "Update Categories" Global Routine 



2 • Global routine "Update Categories" 

3 Let Current Document « DocumenENanie 

4 Hop fif "CfltegorleB" waa changed, update appropriate document 

5 l£ ChangedCategorieo ■> TIIUE 

6 Let NewCatagoryDocuoent = 
IFextFronDocujtent ( "Categoriea" J 



7 

8 

9 

10 

11 
12 
\l ' 
14 * 



WorJtWithDocmnent 

Clear DOCUMENT 

Type He'^ategqryDocuELent 

Let ChajigedCategories = FALSE 

Endlf 

KorJtWithDDCunient Current Document 
End of routine "Update Categories" 



Categories,"! fChoaenAccount 



Listing Nine 



Liating 9. Interface Informatlen and Event Eoutlnaa tax DataEntry Card in 
CsnDo 2.0 



3 ■ Tine 1B:4B:1£ 

4 • Date 06/27/93 

5 *********•'•• 

6 

S * CardUl in decJc, 

9 * Card "DataEntry" 

10 **•-•***»*»•• 

11 • 1 Card(s), 1 were printed. 
12 *****••• 

13 

15 

16 

17 ■ 

IB 

19 

20 

21 

22 

23 

24 



Natural order of Cards 
Card "DataEntry" 



Global Routine{o) in deck. 
Routine "Show Pecerd" (was not printed) 



Global routinestsl, were printed. 



2 ■ Deck "CanDo-Part2-Program2" 



Card "DataEntry" 

ACterAttachment j used to be AfterStartup 
SetPrintFont "ruby", 12 
SetPrlntStyle BOLD SHATOW ,2,3 
SetPen 1,0 
SetDravHOde JAKl 
PrintText " Naiee:'' 
PrintText "Address:" 
PrintText " City:" 
printTestt ' 
PrintText 

EndScript 

Window "UaerWindow" 

Definition 

Origin 0,0 



,119,39 
,124,59 
,124,79 
Statei", 113,59 
Zip;", 130,119 



i2 






Size 640,200 


43 






Title "Database Demo" 


41 






NuaiberOSColora 4 


45 






WindowCoIors 0,1,0 ; Detail, Block, 


Background 






46 






MindouObjecCB CLOSEBUTTON 


47 






MiaaowFlags ACTIVATE SEPARATESCKEEK 


TOPROMT 








4a 




EndScript 




49 




OnCIOQQButton 


50 






Quit 


51 




EndScript 




52 


EndObject 






53 


TextField 


" . Name'' 




54 




B«finl-ion 




55 






Origin 214,40 


56 






Slie 221,9 


57 






JustiEication LEFT 


58 






KaxFieldLength 32 


59 






InitialText "" 


£0 






Border I«mi.EBEVEL ,2,1 ; BorderStyle 


MalnPen, 


ExtraPen 






SI 




EndScript 




62 




OnBQlaaae 




63 






SotOtjectStato ".AddraoB",ON 


64 




EndScript 




65 


End Object 






66 


TextFieia 


".AddraaB' 




67 




DeEinltion 




68 






Origin 214.60 


65 






Size 221,3 


70 






justlficatioiiL&FT 


71 






HaxFieldLengthJJ 


72 






InitialText "" 


73 






Border DOtTBLEBEVSI, ,2,1 ,■ BorderStyle 


HainPen 


ExtrdPen 






74 




EndScript 




75 




OnBelBaaa 




76 






Setobjeotstate ".City", ON 


77 




EndScript 




78 


EidObJect 






79 


TeKtFieia 


'.City" 




30 




Dflflnitian 




91 






Origin 214,80 


92 






Siis 221,8 


93 






JuBtification LEFT 


84 






KaxFieldLength 32 


85 






InitialText "' 


86 






Border DOUBLEBSVEL ,2,1 ; BorderStyle 


KsinPon, 


ExtraPen 






87 




EndScript 




8e 




OnRalaaaa 




89 






SetObjectState ".State", ON 


90 




EndScript 




91 


SndObject 






92 


TeittField 


•.State" 




53 




Befinition 




54 






Origin 214,100 


95 






Size 221, B 


96 






JufltlficationLEFT 


97 






MaxrieldLength 32 


98 






InitialText "" 


59 






Border DODBLEBEVEL ,2,1 ; BorderStyle 


HalnPen, 


ExtraPen 






100 




EnSScrlpt 




101 




OoRsleoBe 
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102 

103 EndScrlpt 

104 EndObjecc 

105 TexcField ".ZipCode" 

106 Definition 
107 
lOB 
109 
110 
111 
112 

HBinPflDf ExtraFen. 

113 EndScript 

111 Onftelease 

115 

116 EndScript 

117 EndQbject 

IIB TextBuccon "Add" 

IIJ tieUnitlon 

120 Origin 107,155 

Font "System", a ; FoncNaae, PcintSize 
PrintStyle SHADOW ,2,3 ; Style, Penl, ?eE;2 
TextColors 1,0, NORMAL ; PenA, PenB, 



SotCbjecCState " . ZipCoda" , ON 



Origin 214, 120 

Si^e 221, S 

Juetification LEFT 

HaxFieldljength 32 

initialTeict "" 

Border POD0LEBEVEL , 2 , 1 ; BorderStyle, 



SetOb jectState " . Kame" , ON 



Text " Add '■ 

Border asvEL ,2,1 ; BorderSCyle, MainPen, 



Highlight COMPLEMEHT 
ButtonFlaaB KOiJE 



Let Addreas ICurlndexl-GetDBObjects ,- store 



InsertArrayEntry Address, Cur Index ; ineert 
Do "Show Record" 



121 

122 

123 

DrawHi^de 

125 

Extra? en 

126 

127 

128 EndScript 

129 OcLReledee 
130 

current entry 

131 Let CurInde3c=CurIndex-l 

;get next Index nuinber 
132 
new index in array 
133 

; show a blank recor^j 
134 EndScript 

13 5 EndQbject 

136 re3!tButton "Delete" 

137 Definition 

I3fi Origin 177,155 

139 Font "Syfltem"r8 i FontNamer PointSize 

140 PrintStyle SHADOW ,2,3 ; Style, Penl, Pen2 

141 TextCoX&rs 1,0, NORMAL i PanA, PenB, 
DrawHode 

142 Text " Pel " 

143 Border BgVEL ,2,1 : BorderStyle, HainPec, 
ExtraPen 

144 aighlight COMPLEHENT 

145 ButtonFlags KDKE 

146 EndScripc 

147 OnReleaae 

148 DeleteArrayEntry Address, Curlndex 
jdflleCe record 

149 If VarType(AddreBE:CurInde:cl ) e^Hothing" 
;Bee If last 

150 Let 
CurIndex=LastArrayIr,deK{ Address) ,-find new last 

151 Sndlf 

152 Do "Show Record" 

153 EndScript 

154 EndObjoct 

155 TextButton "Prev" 

156 Definition 

157 Origin 247,155 

158 Font "System", 8 ; FontNsme, POintSize 

159 PrintStyle SHADOW ,2,3 ; Style, Penl, Peii2 

160 TextColors 1,0, NORMAL j PenA, PenB, 
DrawHOde 

161 Text " Prev " 

162 Border BEVEL ,2,1 ; BorderStyle, HainFen. 
ExtraPen 

163 Highlight COMPLEMENT 

164 ButtonFlage NOHE 

165 EndScript 
16 G OnlteleaEe 

167 Let Address i;CurIndex]=GetDBObiects 
;save current record 

168 Let 
CurIndex=PreviouBArrayIndex(Addresa,CurIndex) jigct previous record 

169 If Hot SearchFound 

liE no previous record 

170 Let 
CurIndex=LastArrayIndex {Address J ;go CO last record 

171 Endlf 

172 Do "Show Record"' 

173 EndScript 

174 EndObject 

175 TeXtButton "Next" 

176 Definition 

177 Origin 327.155 

178 Font "SyBtem",6 ; FontHamej, PointSize 

179 PrintStyle SHADOW ,2,3 ; Style, Penl, Pen2 
ISO TextColors 1,0, NORMAL ; PenA, PenB, 

DraWMode 

IBi Text " Next " 

102 Border BEVEL ,2,1 j BorderStyle, MainPen, 
ExtraPen 

103 Hiffhlight COMPLEMENT 

184 ButtonFlagB HONE 

185 EndScript 

186 OoRelease 

187 Let Address [Cur Indeitl-GetDBObjects 



;Eave current record 
IBB Let 

CiirIndex=KextArraylndex(Addre3a,CurIndex) ;get next record 

IBS If Not SearcliPound 

,'if no next record 

190 Let 
Curlndex^FirstArraylndexlAddresB) /go to first record 

191 Endlf 

192 Do -Show Record" 

193 EndScript 

194 SndObject 

195 TextButton ''Load" 

196 Definiticn 

197 Origin 407,155 

19B Font "SyBtem",B ; FontName, PcintSize 

1*9 PrintStyle SKADOw ,2,3 ; Style, Penl, Pen2 

200 TextColore 1,0, NORMAL ; PenA, PenB, 
DrawHode 

201 Text " Load ■' 

202 Border BEVEL ,2,1 ; BorderStyle, MainPen. 
Ext res' en 

203 
201 
205 
206 
207 



EndScript 
OnKelease 



Highlight COMPLEMENT 
ButCOnFlags NONE 



Dispose AddresB 



;deleto current 
Let FN=Aa>:FoEFlleKftne("",''Load an Address 
If Exlsta(FM) 



210 



211 
212 



database 

20B 
File") ;get a filename 
209 

;if file exists 
Let Address^LoadVariable(PH) 
;load it 
Endlf 

Let CurlndQXsFiratArraylndexlAddreflal 
igo to first record 

213 Do "Show Record" 

214 EndScript 

215 EndObject 

215 TextButton "Save" 

217 Definition 

218 Origin 487,155 

219 Font "System", e ,- FontKama, PointSize 

220 PrintStyle SHADOW ,2,3 ; Style, Penl, Pen2 

221 TextColors 1,0, NORMAL j PenA, PenB, 
DrawMode 

222 Text " Save '" 

223 Border BEVEL ,2,1 ; BorderStyle. HainPen, 
ExtraPen 

224 Highlight COMPLEKEbW 

225 ButtonFlags HOSE 

226 EndScript 

227 OnReleaee 

228 Let Address {CurIndex]=QetDBObjects 
; a tore current record 

229 Let FK»AB)cForFiieHaine("","Save an Address 
Pile") ;get a filename 

230 SaveVariable Address, FN 

,'sav-e it 

231 EndScript 

232 EndObject 

233 • End of Card "DataEntry- 

234 ********»*»*» 



Listing 10 



Listing 10 1. "Show Record" Global Routine 



2 " Global routine "Show Record" 

3 SetDBObjects Address [Curlndex] 
jshqw the record 

4 SetwindowTitle "Database Demo: Record *"| ICurlndex 
record number 

5 SetObjectState ".Name", ON 

;put duraor in Name Field 

6 • End of routine "Show Record" 



•AC- 
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— Bars&Pipes continued from page 42 

L'ithL'r. Tliis \-crsion of Bars&Pipes ProfessionnI will play only 
standard opcode 5 animations. 

There doesn't appear to be a way to clear an indi%'idual entry in 
any of the Multimedia Tool windows. You can clear the whole list or 
live with a bum entry. While not exactly a bug, it is certainly 
something to be fixed. 

We tried lo hook up the Toaster on a separate machine as 
described in manna! for running the Toaster and B&P Pro 2.0 at the 
same time. The instructions were not as detailed as they should be. 
We tried a null modem cable between the serial ports, using the 
GVP serial device on the Toaster machine \vithout success. More 
detailed instructions would be helpRil. 

tf wishes were horses... 

I've always held the products put out by Blue Ribbon in high 
regard. Tliis is not to say that I don'l have a wish list. Many aspects 
of the update could have been handled better for the user. The 
manual received a complete rewrite. Those of us who are upgrading 
from TOe will have to wade through the complete docs to see what's 
new. It's times like these that make me wish for addendums or at 
least some direction on where to find the ne^v features. Tliumbing 
through both manuals and marking passages with mv highlighter 
gets to be a mind numbing but necessary task. 

Some things were changed that would have been better left 
alone. You can no longer mo\'e a track to the top or bottom of the 
track list by double-clicking on it. 1 found the Duplicator function to 
be equally useful in both the graphics and the list editing windows. 
Why remove it from the List Editor? Being able to click and drag 
the tempo settings is good, but I miss being able to change tempos in 
large increments by clicking above or below the tempo display. The 
Lock To Default Note feature has been changed to maintain any 
offsets from strict quantizing that may be in your Track. I've always 
used the Lock feature as a kind of Snap To Grid, a way to correct the 
errant note or two. Now I have to use the List Editor or turn Lock 
off. How about a true Snap To Grid feature for us lazv musicians? 

I'd still like to have all the flags available in the Song Construc- 
tion vvindo^v as well as the Tracks window. You get a better 
overview of your piece in the larger window, which helps in 
selecting and moving vour flags. I'd also like a way to set and select 
flag positions from the Amiga keyboard. And how about letting the 
non-artists in the crovvd import IFF files as starting points for 
creating Tool icons? 

Does the lack of real time entry in the Pattern Tool bother 
anyone else besides me? If you want lo create a pattern on the tly, 
you're out of luck. You'll have to do it in a track, then cut and paste 
it to the Pattern Tool \'ia the Clipboard, The Pattern Tool would be 
more effective as a drum machine simulator if you could assign 
driun notes to, say, keys on the numeric keypad. I've alwa)'s wished 
tor some way lo do quick and dirty pattern-based recording in 
Bars&Pipes, as I can in Harmoni or Music-X. I'm not sure the 
Pattern Tool is the answer. 

iJ&P Pro 2.0 still displays control changes in the graphic editor 
window in a mutually exclusive manner. That is, vou can see only 
one cimtrol change at a time. This makes better sense that trying to 
display three or four control change curves on top of one another, as 
stated in the manual. Sonie programs, however, take a different 
approach and open separate windows for each of the major control 
change numbers. For example. Pitch Bend could have its own 
window, ditto for Modulation, MIDI \'olume, etc. .Another 
possibility \vould be to display a limited number of different control 
change graphs together but in different colors. The overlapping 
graphs could be viewed together and yet distinguished from each 
other. This would gi\'e vou immediate access to more of your data. 

I like seeing the rest of the Group in a graphic editing window. 



It would be even nicer if each mentber could be assigned its own 
coUir. Tlii.s would make it easier to see which Track was performing 
which part. As it is now, all you can be sure of is that some Group 
member is performing one of the gray notes. 

Being able to Send MIDI Defaults is a nice touch, but why stop 
there? Make it a user editable menu item, savable with the song file 
with a wider range of setting options available. This would 
eliminate a lot of tools in my pipelines whose sole purpose is to set 
up B&P Pro 2.0 to my liking. 

Have you ever grabbed a set of measures in the song construc- 
tion window only to discover you've grabbed too many measures? 
Maybe your mouse slipped and you've gotten the right number t)f 
measures, but from the wrong Track. An Abort feature would sure 
come in handy. Ditto for moving things in the Graphic Editor. 

The Drag With Pencil and Lengthen With Pencil options are 
good ideas. We need a wav to switch between them o[i the fly. 
Maybe holding the Alt key could be used to toggle between the two. 
Having to ro-select from the menu is worse than clicking on the 
Hand and Wand buttons. 

While the changes made to the Print facility are appreciated, its 
usefulness is compromised by an inability to mark sections for 
repeats, first and second endings, D.S. al Codas, etc. These basics of 
notation are so essential that they must be hell to write into a 
program. 1 find myself scratching out lead sheets, same as ever. 

Conclusion 

B&P Pro 2.0 is more than a simple upgrade. It almost qualifies 
and a new program, a MIDI Toaster if you will. The fact that all the 
Tools and Accessories included don't add to the base price is an 
extraordinary value and a measure of the commitment Blue Ribbon 
has made to the Amiga platform. Media Madness could have been 
marketed by itself as a stand-alone producL With the appropriate 
supported equipment it's very easy to be extremely powerful. I've 
always known it was cool, but the experience of multimedia was a 
revelation to me, being a MIDIot not a vidiot. While B&P Pro 2.0 
would not replace a logical, interactive type of multimedia program, 
it would certainly hold its own as a designer of high level pre- 
recorded multimedia sequences intended for playback-only 
presentations. 

If you ha\'c any interest in multimedia and currently own 
Bars&Pipes Professional, upgrade to 2.0. If you all you want lo do is 
MIDI, you should still get B&P Pro 2.0. There isn't anything more 
comprehensive for .MIDI in the Amiga marketplace today, and no 
easier entry into the world of multimetiia for the professional 
musician. 

Special thanks to Jon Tindall of MetroGrafx, n 3-D animation 
house in Lake Orion, Michigan, for his help in testing the Media 
Madness feahires of B&P Pro 2.0. 

•AC* 

B&P Pro 2.0 

Blue Ribbon Soundworks 

1605 Chantllly Drive Suite 200 

Atlanta, GA 30324 

404-31S-0212 

Special Requirennents: Any Amiga computer, 2MB RAM, MIDI 

interface and at least one MIDI compatible instrument 

required 

Inquiry #233 



Please W'rik to: 

Rick MrtJMSit 

c/o Aimzitig Coiiipiitiiig 

P.O. Bo.\ 2140 

Fall River, MA 02722-2140 



October 1993 



79 



THE GRAPEVINE GROUP, INC. 

North America's Largest 
Supplier of Amiga Custom Cliips. 



^jAMIS^ 



H'ia--i=tM=1il ADVANCED AMIGA ANALYZER 

AN INKXl'KNSIVK DIACAOSTIC ANALYZER THAT WORKS ON ALL A^rlGAS. 

Aiuigii Shopper incif^nziiic saws "witboui doubt, this is the 
fhu'si clicii>iu)stic equipineiu I have ever seen, and I address 
all Amiga repairers ami practical-minded users when 1 sav 
this is really something worth having. " 
A complete diagnostic liardware and software analyzer (uses point 
& click software interface). The analyzer plugs into all Amiga ports 
simultaneously and through sophisiicaied software displays 6 
screens so work from. Shows status of data transmission/signals: 
Tests game port function, parallel port, serial port, disk drive, video 
ports, memory (buffer) checker, system configuration and auto test. 
Reads diagnostic status of any read/write errors from track to track 
79. Software automatically tells what errors are found and the chips 
responsible. 85% 10 90% of the problems presented to service 
centers are found with this analyzer. Saves you lots of money on 
repairs and no end user or repair shop can afford to be without one. 
Don't be fooled by the low price. Simply plug in cables from the 
analyzer box. This sophisticated diagnostic tool is used by 
end users and .(^miga repair centers worldwide $69.95 

BLIZZARD 1200/4 FOR A1200 

32 BIT WIDE MEMORY EXPANSION BOARD 

Expand the memory of vour A 1 200 up to 8 megs in the trap door. 
The Blizzard hoard' conies with 4MB of .'^2 bit PAST RAM 
installed, (significantly speedins; up your computer), clock and 
battery. Includes socket for MC*ii881 or MC8S82 math coprocessor 
(8882 is 10% faster however). An on-board socket also allows 
installation of a second 4MB module to expand up to 8 megs. 
Because the second 4 megs can be added, there is no need to 
exchange existing SIMMs or other memory modules. Our price is 
much lower than MicroBolics or Baseboard 1208 and has more 
features. (Call for pricing on FPU pluK-ins For above.) $249.95 

• COMMODORE DIRECT SURPLUS • 

All items in this section are direct from Commodore & carry a full 90 day warranty. 
Some of this surplus material is new & some is factory refurbished and tested. Most 

items appear in mint condition. This is your opportunity lo purchase Amiga/ 
Commodore parts & equipment at up to H09t less than an authorized dealer pays. 



MONITORS 

• I(1H4S mlor munilor wilh catiL'. fomposilc video/RGB: Tliis is Ihe 

best folor monitor Commodore ever made and i^ stiil in production 

• 1 802 (composite video) color monitor New, iacloi>' iculcd box 

(Tlie I0S4S& IS02 are exce!lemVCR/roa.ster monitors) 

• A1930 multisync VGA (31kc) color monitor... .,..,.,.. 

■ A19.50 miilti.'iync VGA color monitor (For A600/ 1 2(X)/4(XX)t 

SYSTEMS 

■ Commoiliire PC40m (M.S-DOS 40/60 me':) httrti drive 

' Cotlirnt^lorc 64C with power supply (httesl version) 

■ Aniiea .itHI computer with power supply (laie revisions) 

KEVBOARDS 

• A.WO S27.50 • A2O0O/A3O(X) 

• A600/1 200 S29..S0 • A500<U.K. Version) .., 

POWER SUPPLIES 

■ A500 ( I IOV> S29.9.'; ■ C64 (nonrcpairablc) 

■ A.S(X) (24nv UK&Eur.) S24.50 • C64 (repairable) 

• A2(XHI(1 10/220V) $94.50 • CL'i4l/l58l 

•.•\.HXK)(240V) S79.95 -01280 

• A.KKKKI lOVl call • PC 20 (75 watl) 

MOTHERBOARDS 



■ VGA 2S6 laptop PCB ..S179.95 

■ A500PCB(rev. 3) S89.95 

■ ..\500 PCB (rev. 5 & 6)5129.95 

■ A2(XXI PCB (5.2 rev) ...S349.95 

■ .VKXX) PCB 5485.00 

■ 1571 control PCB 554.95 



•C64( 1984-5 vers) PCB 

•C128PCB 

■C128DPCB 

• C64C PCB (rev. E) 

■PC40IIIPCB 



St 29.95 
SI 04.95 

5199.95 
S289.95 

5299.95 

S90.00 

5169.95 

539.95 
532,00 

59.95 
S24.95 
519.95 
SI 2.95 
583.50 

S39.95 

S99.00 

$110.00 

S54.50 

5140,00 



DRrVKS 



• .IlSOO internal ilrive (Factory New) S59.95 

• AlOm internal drive 579.95 

• A590 hard drive (20 .MEGS) with controller 5194.50 

• 154 l-II complete stand alone floppy tJrive (Factor)' Neu) S90.50 

• 1571 complete stand alone Ooppv drive (Factors' New) 51 19.95 

•A.3070 150 meg tape b,iet:up .....'. .'. S299.95 

MiSCEEI.ANEOUS 

• MPS 1 2.10 Isamc as Citizen 120) Truclor/friclion 599.95 

• A23(» Genlock I A2(X)O/300O) 584.50 

\\¥. CARRY ALL COMMODORE/AMIGA CUSTOM CHIPS AND PARTS 



.S^Idl■I^ fharKT^ln J' 



3 Chescnur .Street • Suffern. NT 10901 

Customer .Service (914) 368-4242 Fa,\' (914) 357-62-13 

lntcrn;tti(in:il Order Line: 191-i) 3'5"'-2'424 

Order line only 1-800-292-7445 

l-ldurs: 0-6 IKT) .\I-F 
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r" 



List of Advertisers 

Please use a FREE AC Reader Service cord fo confact ALL 
advertisers who hove sparked vour interest. Amiga product 
developers wa nt to hea r from you I This is the best way they ha ve 
of determining the Amiga community's Interests and needs. Joke 
a moment now to contoct those componies featuring products 
you want to learn more about. And, if you decide to contact an 
advertiser directly, please tell them you saw their advertisement 
in Amazing Computingl 



Advertiser 


Page 


Reader 
Sen/ice 
Number 


Ambitious Technologies 


54 


109 


AMOS 


CHI 


• 


Armadillo Computing 


54 


107 


ASDG 


9 


102 


ASDG 


45 


104 


Beverly James Productions 


85 


112 


Centaur Development 


58 


147 


Centaur Development 


59 


147 


Computer Basics 


48 


101 


Computer Basics 


49 


101 


Computer Shopping Network 


54 


121 


D.K.B. Software 


13 


194 


Devine Computers 


41 


110 


Digital Creations 


CIV 


108 


Digital Imagery 


4 


125 


Dreamworks 


70 


151 


Gateway Amiga Club 


19 


111 


GMR Productions, Inc. 


56 


126 


Grapevine Group 


80 


122 


Great Valley Products 


1 


105 


Great Valley Products 


5 


106 


Great Valley Products 


7 


123 


INOVAtronlcs 


75 


114 


InSpiral Technologies 


55 


103 


J&C Computer Sen/ices 


55 


165 


Keybang Softv^^are 


56 


116 


Memor/ Management 


55 


166 


Micro R&D 


35 


118 


Oregon Research 


76 


120 


Oxxi, Inc. 


44 


160 


Signs Etc. by D. Knox 


56 


124 


Utilities Unlimited 


11 


115 


VIdeopolls 


84 


127 


Whitestone 


87 


146 


World of Commodore 


Cll 


117 



*This company prefers to be contacted directly. 
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Media Madness 

What Does It Do for Bars8cPipes 
Professional 2.0? 

by Kick Manasa 



Mfdia Mmimss is responsible for much of tlie noise surrounding the release of Bars&PipL's 
Pmfesiimml 2.0. Simply put. Media Madness allosvs you to coordinate the running of different 
media, be they slides. Toaster transitions, sound effects, etc., with your music tracks by 
assigning each event to a particular MIDI note number. Each Track of the Media Madness 
window ends with one Tool designed to work with a particular product or media. Multimedia 
e\ent.s are displayed by name in each Track's time line. Be sure to check out the "Media 
Madness" articlc,/AC vS.5, for an in-depth look, by members of the programming icam at Blue 
Rilibon, at how Media Madness works 

The Media Madness window looks and operates like a cross between the Tracks and 
graphic editing windows. You can perform pipeline operations and editing functions from the 
same window. There are some differences beh\'een the main Tracks and editing windows, 
howe\'er. Most Media Madness Tools are output Tools only. Most times that you drop a Media 
Madness Tool on the Pipeline it will replace the MIDI Out Tool, All input into the Media 
Madness window comes from Bars&Pipes Professional 2.0, the editing functions, or the 
Punching Bag Tool. Most Media Madness Tools have settings that can be saved and loaded 
independent of the Tool itself. The Title Bar displays the time of the most recently grabbed object 
in music or SMPTE time. The Command Buttons are the same with a few features specific to 
Media Madness. The Magnifying Glass lets you enter note number, name and velocity, and start 
and stop times in music and SMPTE formats. Al! the other Buttons create or modify Tracks and 
Hit E\'ents. 

A new feature called Hit List Translation tells Bars&Pipes Professional 2.0 and the 
programs accessed by the Media Madness Tools what to do and when to do it. Through Hit List 
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Translation, each event is assigned to n music note. You can also add 
text labels for each note. For example, you might assign a barking 
dog sound effect to the music note D#4, and then label the event 
"woof." The notes determine when the event will occur and are still 
visible and editable as notes in the editing window. This has its pro's 
and eon's. 

Even though Hit Lists are a special type of note entry, they can 
still be processed in the same ways as regular music notes in 
Bars&Pipes Professional 2.0. This means most Tools in the Toolpad 
can work their magic on Hit List entries. This can lead to some 
wildly creative, impredictable, or even unwanted results. If you 
were to modulate our sound effects Track up a half step with the 
Modulator Tool, for example, our barking dog notes (D#4) would all 
be moved up to whatever \ve'd assigned to the E4 note, maybe a 
hooting owl, or a door slam. Toolizing a Media Madness Track with 
a more complex Tool could wreak havoc on your carefully designed 
multimedia presentation. 

Media Madness creations can be saved as Bars&Pipes 
Professional 2.0 files or in the special Media Madness format. The 
.MMP format sn\'es the main file and all support files necessary for 
playback using the included Media Madness Player. This freely 
distributable player is similar to the MIDI file player included ^vith 
SiiperjAM! and serves a similar function. The Media Madness Player 
is a transparent, deceptively simple appearing file player that 
coordinates and performs a lot of different media files and formats 
from the same environment. You can create your work on your 
home system and take the neccssarj' files for playback on any other 
properly configured Amiga. The Media Madness Player lets you 
load, sa\'e, and remove .MMP files and adjust the playback volume. 
You can also select which resolution to play back your work — 
standard resolution of 60 parts per second or hi-res using 512 parts 
per second. The standard resolution uses vertical blanking inter- 
rupts while the higher resolution mode uses audio interrupts to 
control the timing. Best advice is to try them both with any given 
piece to see what best suits your needs. 

The introduction of Media Madness opened the door for a 
whole new type of Tool, the Multimedia Tool. Most are format 
specific and many are product specific. Multimedia Tools are 
positioned, edited, etc., the same way as the music Tools, though 
many have much more extensi\'e controls and options than the basic 
music Tool. Most maintain and display a Hit List Translation Table. 
This is a list of MIDI notes with commands you enter that corre- 
spond to each note. The Tool then executes the command whenever 
that note is encountered in the Track. Most Tools allow you to enter 
a descriptive label for each note and command as well. 

So what do these Multimedia Tools do specifically? The 
ANIMal Too! performs ANIM animation files. You can synchronize 
your animation with your MIDI composition in the Media Madness 
window and trigger it from within a Track or from your MIDI 
keyboard. The ANIMal Tool allows you to preload your animations, 
play and then remove them from the ANIMal Tool Control window. 
Animations can be set to cycle from one to an infinite number of 
times. You can set your animations to play back anywhere from one 
to 60 frames per second. You can save, load and clear a set of 
commands. The Command Performance Tool assigns ARexx 
commands to notes and lets you send text commands to a device, 
file, or ARexx port. Any ARexx, text, or ASCII string can be sent 
with this Tool. The Controlled Performance Tool assigns commands 
to MIDI controllers; othenvise it's the same. The Controller Invert 
Tool will invert the value of any control change. This makes fade-ins 
synchronized to fade-outs easier to perform with the Mix Maestro. 
The FreezeFramc Tool freezes and unfreezes the picture-in-picture 



created by the GVP IV- 24 card. You can create your own strtibe 
effects, locking the freezing and uiifreezing to your music. The G- 
LOCKenspiel Tool controls the G-LOCK genlock from GVP. Any of 
the many filtering and mixing effects possible with the G-LOCK can 
now be controlled from within Bars&l'ipes Professional 2.0. The Last 
Slide Show will display any IFF image on command. You can also 
affect the brightness and color balance in real time using the pitch 
bend and modulation controls on your MIDI keyboard. You can 
even drag The Last Slide Show Tool into the metronome window 
and flash pictures as a visual metronome! The McdiaPhile Control- 
ler Tool will issue all the necessary commands to control tape 
transport functions through the MediaPhile Desktop Video System. 
The MM Recorder Tool is used to create files for the Media Madness 
Player. This Tool is usually activated and placed in each Track 
automatically by the Media Madness \%'indo\v. The POD People Tool 
controls the Panasonic Optical Laser Disk Player. The Punching Bag 
Tool lets you enter Media Madness events in real time. 

The SamplePhone Tool plays back one-shot 8-bit IFF sound 
files. The Scala Tool loads and performs scripts created in Saila. The 
SunRize Out Tool assigns samples created with the SunRize AD1012 
and AD516 boards to MIDI note numbers. Tliese are then played out 
the SunRize cards either until a MIDI Note Off command is received 
or until the sample has played its full length. Both boards respond to 
velocity and volume changes and the AD516 understands panning 
commands as well. You can use the Mix Maestro to change these 
parameters dynamically from within Bars&:Pipes Professional 2.0. 
Tlie SuperGen Tool is a little different from most of the Media 
Madness Tools. It sends out MIDI control change commands to set 
the positions of the faders on the SuperGen. The Mix Maestro can be 
used again from within Bars&Pipes Professional 2.0 to mix the 
faders dynamically during a piece of music. 

The Toasty Tool assigns Video Toaster commands to MIDI note 
numbers. Insert these numbers into a Track to control wipes, fades, 
and other Toaster transitions and effects. You can control a Toaster 
connected to the same Amiga running Bars&Pipes Professional 2.0 
or to a remote setup. Each MIDI note can have up to six Toaster 
commands attached to it. This allows you to set up mini scripts for 
executing a common string of commands with one Media Madness 
command. You can load Projects created with the Toaster as well as 
ARexx scripts written with the Toasty Tool. Finally, the Yak Tool 
sends output to the Amiga speech device. 

The ad\-antages and ingenuity of the Tool concept really 
become apparent when working with Media Madness. New video 
and graphics products are constantly being introduced into the 
Amiga market. Developing a new Tool for each new product won't 
change the basic learning mode for the end user. 

Media Madness is n part of Bars&Pipes Professional 2.0. Please see the 
complete review of Bars&Pipes Professiaiinl 2.0 on pngc 37 r;i this issue for 
more details. 
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Desert Strike 

Rob Hays 



The news is grim. A Middle- 
East madman has developed 
nuclear weapons, and the Presi- 
dent has decided on a pre-empti\-e 
air strike. A small air strike. One 
Apache gunship. And guess who 
the lucky pilot is. 

This is the premise behind 
wha t is one ol the best a rcnde shoot- 
em-ups to come along in quite a 
while. Desert Strike, Return to the 
Gulf, Irom Electronic Arts, is so 
well done that even the inevitable 
imperfections don't detract too 
much. 

As the pilot of the Apache, 
you are assigned a series of cam- 
paigns, each with up to eigbt mis- 
sions. These must all be accom- 
plished in the proper order to en- 
sure success. And in \'our spare 
time you need to rescue a lot of 
stranded serv ice personnel thntare 
running aroimd the desert or be- 
ing held captive. 

The game begins with a rather 
long introduction that catx be by- 
passed, although you should 
watch it at least once for the gor- 
geous art ivork. You ivill also 
want to have some speakers or 
headphones hooked up as the 
game is full of digitized sounds, 
and e\'en the musical interludes 
are above usual game standards. 



After all of the intro is out of the 
way, the first step is to choose a co- 
pilot. This can be critical to your 
success, since he or she controls 
the winch which rescues MlAs and 
resupplics your gunship with 
ammo and fuel, and also deter- 
mines the accuracy of your weap- 
ons. 



Thedesert landscape that you 
fl}' over in isometric perspective is 
anything but static. Enemy sol- 
diers armed with everything from 
rifles to shoulder-launched SAMs 
will turn to follow your move- 
ments, anti-aircraft guns and mis- 
siles track you, jeeps drive down 
the roads, and MIAs jump and 
wave their arms, yelling "Over 
Here!". Besides the ob\'ious tar- 
gets such as airfields and power 
stations, itpaystoflj'around shoot- 
ing everything in sight. Hidden in 
some buildings and camps are ex- 
tra fuel and ammo, as well as bo- 
nus lives. 



Picking up the MIAs and re- 
turning them to a beachside land- 
ing zone, where the Stars and 
Stripes wave in the breeze, will 
restore you r chopper's armor. This 
is, of course, critical to your sur- 
vival, since every hit by an enemy 
weapon lowers the current armor 
rating. Finding the MIAs as well 
as the fuel and ammunition de- 
pots is made easier by pushing 
FIO. This brings up a map display 
which you can cycle to show the 
locations of items of interest such 
as fuel. This screen also shows 
your current Apache status; fuel 
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Vid^opolis pr(^Si^nts: 

$1,200.00 + S&H includes: 

\/ opalvision main board, Software and manuals 
■./ 200W power supply to drii/e your Amiga, 

opalvision and peripherals 
\/ External case 
,/ All cables needed to connect to your 

Amiga 
^/ interface for Opalvision board 
1/ Expansion room for your hard drit/es and 

peripherals 
Tutorials aLso available 
VIDEOPOUS R&D 925 Grapeuine Rd. Santo 
MQhQ CA. 93454. 1 - 805-Q25-0Q70 
OpalVisfon is a registered trade mark of Opal Technologies L,td. 
Vidcopoiis and Video Palace are trademarks of VidtopoKs IL & JD. 
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and armor rnliiigs, ammunition 
load, and numberot'livcsleft. The 
map display can also show %vhich 
targets have been destroyed, nnci 
which still remain. 

While flying is not a major 
component of this game, y on soon 
learn to take advantage of avail- 
able cover. Keep close to huild- 
ingsor mountains as you approach 
anti-aircraft positions. Pop out 
from behind the cover at the last 
second, fire the appropriate 
weapon, then duck back to safety 
in case you miss. Your Apache is 
equipped with three weapons sys- 
tems; 1-I)'dra and Hellfire missiles, 
and a machine gun. 

Desert Strike is supplied on 
three disks, which can be dupli- 
cated from the Workbench. They 
do use custom disk loading rou- 
tines that willset of fa virus checker 
if you have one running. One of 
the irritations of this game is that it 
requires all three disks to get 
V started, and one of them twice. It 
cannot be installed on a hard disk, 
but will use an external drive if 
available. When the inevitable 



happens and you have run out of 
lives, a requester appears giving 
you the option of restarting the 
current campaign. If you so 
choose, the game returns you to 
the beginning without further disk 
activity. Game control is your 
choice of joystick, mouse, or key- 
board . 1 n true a rcado fashion, there 
is no save game ability. However, 
if yon complete a campaign, you 
arc given a password. Write this 
down, and type it in when the 
game begins to return to the start 
ofthe next campaign. DesertStrike 
uses the Amigas 64 color EHB 
graphic mode, so some of the ear- 
liest AlOOO's may have problems. 
Desert Strike is very close to 
perfect, with the biggest strike 
against it caused by lack of hard 
disk support. 



Desert Strike 

Electronic Arts 

1450 Fastiion Island Blvd. 

SanMateo, CA 94404 

(800) 245-4525 

Inquiry #235 
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I CNet 




Dateline Kuwait: Iraqi Re- 
publican Guard tank units stormed 
over the border, overrunning the 
disputed oil fields and several key 
installations. The Emir of Kuwait 
has asked for assistance in defend- 
ing his country from invasion, and 
the United States has responded. 

No, the above is not from the 
start of the 1990-91 Gulf War, but 
rather from the introduction to 
Empire's War in the Gulf. The year 
is 1995, and Team Yankee, now 
renamed Team Kuwait, is to spea r- 
head the effort to destroy tlie in- 
vaders. 

Like its predecessors. Team 
Yankee and Pacific Islands, War in 
the Guif places you in control of 
four mechanized platoons. Each 
platoon consists of four vehicles, 
which means sixteen different 
tanks and other vehicles to keep 
track of in addition to navigation 
and the Iraqis. This would quickly 
become an impossible task if it 
were not for the four-way split 
screen available. In this mode you 
can navigate and fight all four units 
simultaneously. You can also in- 
stantly switch to a full screen rep- 
resentation of any one unit, which 
gives you greater control flexibil- 
ity than is available in quadrant 
mode. 

You begin the game with a 
budget of 55 million dollars, pro- 
vided by the Emir. You have the 
option to resupply your units at 
the start of each campaign. Buy 
more ammo, repair or replace 
damaged vehicles, even pay for 
some R&R for your troops to help 
their morale. For victories and de- 
stroying key installations, the Emir 
will reward you with further 
credit. Cause too much collateral 
damage and he will withdraw 
credit to cover the damages your 
team caused. Otherwise the 
money is yours to spend as you 
see fit. Equip your platoons with 
whatever combination of vehicles 
and weapons you think will take 
care of the job at hand. 



Vehicles available to you are 
the M-1 Main Battle Tank, the M- 
113 Armored Personnel Carrier, 
the M-2 Bradley Fighting Vehicle, 
and the M-901 Improved TOW 
Vehicle. This last is an M- 113 
modified with long-range anti- 
tank missiles. The Iraqis are 
equipped with the latest compa- 
rable vehicles from the former So- 
viet Union. 

Compared to the original 
Team Yankee, these opponents are 
much tougher and smarter. Even 
on the beginning level you will 
find the Republican Guard units 
tough to beat. Just to make tilings 
a littie harder, the Emir has placed 
certain restrictions on your opera- 
tions. In one scenario, for instance, 
if you hit any of the buildings in 
the town, you automatically lose. 

This is another area where 
Warin theGulf surpasses the origi- 
nal. Tlie level of detail in the sur- 
roundings is a lot greater. The 
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towns and villages hn\'o various 
types of buildings in them, each 
with theirown shape. As vou travel 
through the desert, you \vi!l even 
see oil wells burning. Also im- 
proved is the strategic component 
of the game. You have a greater 
latitude in your startiiig positions, 
which can make all the difference 
in the outcome of the scenario. 

War in the Gulf uses the 
mouse for control, although there 
are some keyboard shorten ts avail- 
able. Games can be paused at any 
point to review your situation and 
strategy, but individual scenarios 
cannot be saved, only your overall 
position in the war. 

The game is supplied on two 
disks, with a map of the area in 
dispute, and a 68 page manual. 
This includes information on the 
scenarios and details of game op- 
erations, as well as vehicle identi- 
fication charts needed for the copy 
protection questions. The game 
requ ires 5 1 2k of ram and Kickstart 
1.2 or higher. I had no problems 
running it under 3.0 on an A1200, 



but owners with 680.10 or higher 
proce.ssor.*; will need to obtain a 
copy of the freely distributable 
program Degrader by Chris 
Hames. This program allows us- 
ers to selectively turn off ad\'aneed 
features of newer processors to 
maintain compatibility with soft- 
ware that conflicts with these fea- 
tures. For War in the Gulf, the key 
seems to be to turn on the pri vilege 
error trap. Otherwise the program 
crashes. 

1 have to hand it to Empire. 
They found a great way to repre- 
sent the complexities of modern 
tank warfare, refining it through 
hvo sequels. In what world hot 
spot u'ill Team Kuwait ne.\t turn 
up? Bosnia perhaps? 



War in the Gulf 

ReadySoft, Inc. 
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Canada 
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Nintendo has Super Mario, 
Genesis has Sonic the Hedgehog, 
and now the Amiga has a mascot 
too — a delightful little creature 
called Zool. Zool, the starof a siz- 
zling new platform arcade game 
by Gremlin Graphics, looks like a 
cross beti\'een a ninja warrior and 
an ant. But Gremlin prefers to call 
him a "ninja of the 'Nth' dimen- 
sion" or "an interstellar cosmos 
dweller." 

As chronicled by the comic 
strip in the manual, Zool, white 
returning home from "ninja-ing," 
ran across a peculiar vortex in 
space. His ship was sucked in, and 
the next thing he knew, he was In 
an alien world. Whoever or what- 
ever brought him here did so to 
challenge him toescape six worlds, 

Zool's six worlds aren't just 
the usual run-of-the-mill play- 
grounds for hordes of ugly 
beasties — e.g. Future World, 
Jungle World, etc. Instead, they're 
wonderfully surrealLstic scenes 
that are just plain fun to explore. 
Each features three levels and has 
its own motif; even the enemies 
are quite appropriate to their 
worlds. There's the Sweet World, 
the Music World, tlie Fruit World, 
the Tool World, the Toy World, 
and the Fairground World. You'll 
experience bizarre things like 
dodging pit-spewing pomegran- 
ates, fighting off a giant killer d rill, 
and fl>'ing into the air on a current 
of musical notes. You can even 
have Zool play himself in a mini 
obstacle arcade game. 

All the while, the primary 
objecti\'e remains thesame. In each 
level of each world you must col- 
lect enough bonuses — any objects 
that aren't nailed down — and 
make it to the end within a time 
limit. Along the way you'll find 
various checkpoints. Hitting one 
makes the game remember to re- 
start your character there if (more 
like whcni you lose a life. Zool can 



absorb at least three shots before a 
life is spent. 

Since Zool's mission is quite 
an undertaking, you'll probably 
want to use thegamesettings menu 
available from the title screen to 
tailor it to your liking. The menu 
allows you select the difficulty/ 
percentage of available bonuses 
required (easy 25%, norma! 50"/.., 
or hard 75"b), toggle inertia on or 
off to control how fast Zool starts 
and stops moving, and select 
Zool'sspced (normal or fast). Since 
game saves are impossible, you'll 
appreciate the abi 1 ity to choose up 
to five "continue game" options 
which reset your six default li\'es 
when they're used up. So a maxi- 
mum of 30 lives are possible. Pius, 
you can select either sound effects 
for the game or one of four types of 
music: rock, green (what?), rave, 
or funk. 

If none of the above options 
arc enough, you could trj' Zool's 
secret cheat mode. On the title 
screen, which prompts you to press 
fire, t\'pe the word GOLDFISH, 
causing a quick flash. On that same 
screen, you can now press Fl to F6 
to choose a starti ng worl d and 1 to 
3 to choose a starting level in that 
world, then hit fire to begin. While 
playing the ga me, pressing 1 makes 
you invincible, pressing 2 ad- 
vances you to the next level, and 
pressing 3 advances you to the 
next world. 

Being an AG A-specif ic game, 
Zool won't work on anything ex- 
cept an A1200 or A4000, although 
there's also a non-AGA version. 
WTiile Zool has been enhanced for 
AGA, the enhancement isn't as 
dramatic as you might expect. On 
the plus side, there are nice three- 
layer parallax scrolling back- 
grounds, although 1 don't under- 
stand why the non-.^GA version 
couldn't have the same feature, 
I've seen it in other non-AGA 
games. Plus, the graphics are 
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among the fastest of any Amiga 
games vet, thanks to AGA's light- 
ning speed. On the minus side, the 
AGA version doesn't seem to use 
any more than the usual 32 colors 
during play on lis lo-res screen. 
The only 256-coIor screen I could 
find is tlie full-screen view of Zool 
in the title sequence. 

In defense of Zool, I should 
add that it's one of the first AGA 
games. Since the AGA chip set is 
new, I suspect that it will take a 
while before game do\'elopers fully 
understand how to make the most 
of it. It was also a while after the 
release of the Amiga 1000 in 1985 
before many games look full ad- 
vantage of i t. Besides, Commodore 
has been slow in making detailed 
information about the AGA regis- 
ters available, perhaps to discour- 
age programmers from "hitting the 
metal " instead of using the operat- 
ing system. In any case, 256-color 
games had better be coming to the 
Amiga soon before the market 
erodes too much further from the 
IBM PC onslaught. 

Even though the game is only 
32-color, it's still a superior techni- 
cal achievement. The bright, cheer- 
ful graphics arc delightfully 
cartoonish. The catchy music and 
numerous sound effects are abso- 
lutely outstanding. And control- 
ling Zool is almost effortless. 

My first of two complaints 
concerns Zool's PAL screen mode; 
it's apparently not available in 



NTSC. You'll discover that you 
can't see the very bottom of the 
screen, a view that isn't absolutely 
necessary to the game anyivay- 
Selecting PAL mode from the Early 
Startup Control menu doesn't cure 
this problem. The oniv way 1 could 
get my A1 200 to run Zool in PAL 
was with Degnider 1.30, Chris 
Hames' handy PD program. 

The second complaint is the 
usual one about copy protection. 
You're in for a double dose, as 
both game disks are protected and 
you must match a picture on a 
code wheel the first time you load 
the game. It's about time to drop 
diskprotection and make hard disk 
installation a standard feature, 
since the AGA machines, the fu- 
ture of the Amiga, nearly require 
hard disks. 

A huge 23" x 33" full-color 
poster and Zool stickers included 
in the attractive packaging were 
almost enough to make me forget 
these complaints. The game 
manual, appearing large because 
it's written in foui' languages, tells 
you everything you need to know 
about how to play. 

In the end, Zooi is destined to 
become a classic like Lemmings, 
making it nothing short of a must- 
have. There's a lot of fun packed 
into Zool's six worlds, especially 
for children. If you've been look- 
ing forsomethingon the Amiga to 
beatSonic the Hedgehog at its own 
game, this Is it. By the way, rumor 



has it that Zool 2 is in develop- 
ment; I can hardly wait. 

Zool (AGA version) 

Gremlin Graphics Software 

Ltd. 

Carver House 

2-4 Carver Street 

Sheffield SI 4FS, England 

tel 0742 753423 
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The ARexx COOKBOOK 
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commented and augmented with text files explaining how they work. The 
Commodore ARexx documentation is like a language dictionary. The 
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WHEN comnand - 'draff THEM 
DO 

IF help.bool = 1 THEM 

DO 

CALL help.tKt 
EHD 
ELSE 



DO 



proof 5 
CALL SecGo<iget(MAMnM.HOST, 'drift', on) 
CALL SetGadget (MAHUALHOST, 'proof ', off } 
CALL SitGidaeKMAITOAMOST, 'final'. of£( 



SND 



WHEN ccunnand - 'proof THEH 
DO 

IF help.bool - 1 THEH 

DO 

CALL help.cxt 

Euro 

SLSE 
DO 

proof = 1 

CALL SetGad3et(MANOALH0ST, 'proof ', on) 
CALL SetSadgetlKANUALHOST, 'draft ',□££! 
CALL SetSadgetlHMnALUOST, 'final', of tl 
EHD 
EliD 

'rfHEN command = 'final' THEH 
DO 

IF help.hool = 1 IHEB 
DO 

CALL help.txC 
END 
BS,SE 
DO 

proof a t 

CALL SetOadget IKAJTOALHOST, 'draft', of £| 
CALL Setaadget iHAKUALHOST, 'proof ' , off 1 
CALL SetGadgetlHAJTOALHOST, 'final', on) 
EHD 



HHEH command ■ 'print' THEN 
DO 

IF help.bool = 1 THEN 
DO 

CALL lielp,txt 
EHD 
ELSE 
DO 

CALL timer. setup 

IF path.bool = THEN 

DO 
text = "Do you wish to download fonta?" 
text = textl I "XThis can add a considerable" 
text - text I r'\amount of time!" 
fonts - REOUESTOSO, ISO, text, ."Okay, -Ho"! 
IF fonta . "OKAY" THEN fntdwn = "1" 
IF fonts = " THEN fntdwn = 

END 

IF path.bool = I THEN 

DO 
cancel - "Abort" 
okay = "Continue" 

text = "This Genie does not download" 
text = text 1 1" \ fonts. If you haven't" 
text = text I r'Vallready done so, abort now" 
text = textn"\and download your fonts" 
text = text 1 1 "Xbe fore proceeding." 
printit = KEQUEETI35I1, 120, text,, okay, cancel) 
IF printit « -- THEN CALL abort 

END 

IP format. bool =1 THEH 

DO 

IF OK. bool . 1 THEH 

DO 
CALL perfectfront 

EHD 

ELSE 

DO 
CALL notok 



IF format. bool = 2 THEH 

DO 

IF OK.liOOl = 1 THEN 

DO 

CALL saddlefront 

CALL outahete 



DO 

CALL notok 
EHD 
WO 



DO 

CALL saddlefront 

CALL outahere 
END 
ELSE 
DO 

CALL notok 
EHD 

EHD 

IF format. bool = 4 THEN 

DO 

IF OK. bool = 1 THEH 

DO 

CALL saddlefroQt 

CALL outahete 
END 
ELSE 
DO 

CALL notok 
END 
END 
END 



WHEN CQBJKand = 'black' THEH 
DO 

tr hSlp.bool ■: 1 THEH 
DO 

CALL help.txt 
EHD 
EI.SE 
DO 

pmode ^ 1 

CALL SetSadget IHAffilALHOST , ■ kblack ' , of C I 
CALL SotGadgetlHAHUALHOST, 'black', on) 
END 
EHD 

WHEN coMnand 



'kblaek' THEN 



IF belp.bool = 1 ISEH 
DO 

CALL help . txt 
EHD 
ELSE 
DO 

pmode » 4 

CALL SetGadgetlHANtlALKOST, 'black' , off ) 
CALL SstGadgetlKAKDALHOST, 'kblaek', on) 
EHD 
EHD 

WHEN COMnand = "help" THEN 
DO 

call help 
EHD 

WHEN coronand ? 'quit' THEH CALL abort 



DTKEHMISE KOP 
END 
END 
END 
EXIT 



The program continues froEi here */ 



Listing Two 



Haln GUI Kade Ber« 



IF foinaac.bool = 3 Tl 

DO 

IF OK. bool = 1 THED 



hdstwindow: 

teatport = openporr (MAHUALPORT) 

IF Eeatport i THEM 

DO 

CALL pOBtmflflO&O. 10, -Couldn't open HAWUALPS3RT, anj exiting."} 

CALL DELAY (60)^ 

CALL postnagO 

EXIT 5 



ADDRESS AHEXX '"CALL creaCehOBt (MAMUALHOST. KAMUALPOBTli '" 

00 1 ■ I CO E 

IP *SHOWLIST( 'p' .HAKUALHOST) THEK CALL DELAY(S01 
ELSE laEAVE 1 
EHD 

IF i = 7 i -SHOWLISTI 'p',HAHnALHOST> THE* 
DO 

CALL poatitflgOSO, 10, "Couldn't open HOST, (un ojcitlnfl"} 

CALL DSUYjOO) 

CALL posciugO 

EXIT 5 
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CALL makawindowO /* Hake window and iaKtall gadgsts '/ 



Hindovi A G&dgets Follow 



idciDp > 'CLOSEHrHDOH+GADGBTUF+HEHUFICIC' 

flaga a •HINDONCLCSE+MINDOWDRA.G+HIHXraWDEPTH+ACTIVATE' 

title ? "Thifi Mother of all Genies * * * * ri9&3 Ecosis C.S. 

title - titlel I'A-ll RighTifl Reserved." 

CALL OpeaKLa<IOH(HANDAlilD3T, D^DjOjO, Idcmp, flags, ticla> 



pBth.bosl " 1 
bailout.bool - 
print. bool - 1 
fntdwn - 
eide.booL '■ 
pmode " 4 
proof = 1 
filepath ■ ' ' 
prpath " "par:" 

tpath - prpath 

copies - 1 

start * I 

last - PPH Docl'afrtPagaO 

endd - laet 

formit.bool - 1 

media. boo! " i 

sig.bool " 

allsiga.bDol ^ X 

oiieBig.,bool - t> 

help.bool - 

sigHtat - "0 {: Q 8.5 11 8.5 5,5 0" 

PARSE var sigatat psm pen par cropstat pgx pgy xoff yotfl yottS 

picture « "jrpubi JrPub.-lclr" 

CALL IFFimage{H,»JPJALHOST. picture, 44, 20J 

CALL £etFc5nt(MAJrjftLH0S7, 'tcpes.foct ' ,8> 

CALL i3OvelHAJJUAiJ!0ST,49,73] 

CALL 5etAPen[MA.UUALM0Sl',l) 

CALL texttMAmJALHOST, ' C1S&3. Enoflis Creative Servicst') 

CALL mOvelKAHUftLHOST, 90*83) 

CALL t*xt(HAiJUALHOST, 'All flights ReBerved.'l 



/* 



.lank BOk Friine 



rlxr533; rly«2S; irlv(-360,- rlh=242; rithel 

CALL SstAPQUtHAmJALHOST, S) 

CALL Hove^MA!IUALHOST,rlx, rly) 

CALL Dl-fiWtMAIJUALHOST, ( r lx*rlwj , rly) 

CALL SeCAPeniHAiiUALHOST, 1) 

CALL Draw[MAH-JALKOSr, (rlx+rlw) , (rly+rlhl ) 

CALL Draw(HA>rjM.HOST,rlx, (Ely+rlhl) 

CALL SotAPeniMAHUALH0ST,2) 

CALL Draw(MAH'JALHOST,£lx,rly) 

CALL SetAP«Jn(HANUALH0ST,2) 

CALL Hove {MAHUALHOST, | rlx+rltb) , (rly+rlth) } 

CALL Draw{MAHUALHOST, ( (rlx+rlw) -rlth) , (rly«rlthl | 

CALL SetAPUniHAfnJALHQST, 1) 

CALL Drow(?4A!JUALSiOSr, ( ( rlx+rlw) -rlthj , Hrly*rlhl -rlthl ) 

CALL Di-awfMAJJUALHOSr, (clx-^rlth) , t [rly+rlh) -rlthl 1 

CALL SetAPeiiiHAfnJAL'HQST,2) 

CALL Draw^KAlJUALHOST, (clx-hrlth) , (rly+rlth) ) 



SECTIOKS OJIITTED HERE 



/' Hain Function Gadgets 



DO 

CALL AddGadget [MAllUALHOST, (rix+l3t, (T'iy+BOl ,''coplBQ"*, " Copies to Print 
"/"td") 

CALL SetGadget{HAHlIALHOSTj "copies", on) 

END 



CALL cop lea to 



CALL AddGadgetCKANUALHOST. irlx*1701, (r-ly+SO), "start"," Start *',"%d") 
CALL SatGadflet (HAMDALHOST, "Btacc" , on) 



CALL AddGads&ttMANUALHOST, (r4x+24Q), (r4y*30) ."end", " End -^-Sd"! 
CALL SatGadgKE{MAHUALHDST, "end-ion) 



call frosito 



CALL AddCadgetlMAKUALHOST, lr4x+23), (!r4y*-ll7), "perfect"," Perfect "."^d") 
CALL SetOadgat ( HUIUALHOST,. "perf set", onl 
END 

DO 

CALL AddGadgetlHANDALHOST, (r4x+146) , (r4y+117) , -saddle", " Saddle "r'VJ"} 
CALL SetGadgettHANDALKOST,''Haddle'',Of EJ 



CALL AddGadget(KANUALHOST. (r*»+225), Uiy+inj.-iepaHe","' IS ".■Vd") 
CALL SeiGadOBt(HAKUALHOSTj 'l^pasa'^cCO 
EHD 

DO 

CALL Addaadget{HAtniALHOST, (r4x+273) , (riy+ll?) , "32page", " 32 -,"%d") 
CALL SeCGadget{UAHIJALIiaST, '32page' ,OfCJ 



CALL AddGadgetiMAHUALHOST, tt*lS+13) , U*y*1401# "paper". " Print OH Paper "4"^") 
CALL iSetCadget {HAHUALSiOST, "paper" , OH) 



CALL AddGadgfitlHAKUALHOST, {r*x+205)r (r*y+l*0),"filiE",*' Print to Fila "^-W") 
CALL SotCadgfittHAHUALHOST, "filH'',Off I 



CALL SetAPeri{HANUALI{0ST,4) 

CALL rBCtfilKMAHUALHOST, [r3xtll5)r (rSy-^JS). (r3x+lfi5), {r3y+Sfl) ) 
CALL AddGadgetlMAKUALHOET. !r3x+12D), lr3y*35), ■'print"," PRIST -."^d") 
CALL SetGadget(HANUALHDST, 'print', on) 



CALL AddOadgatfHASUALHOST, (r3x+20J, fr3y*521 , "Iflfler",-* Laser Printer "."VS") 
CALL SBtGadgatlHASUAUlQST, 'laser', on) 



CALL AddGadaetfHASDALHOST, (r3x:+2&), lr3y+67) , "prdevioe" 

" Change Printer Device "."Vl'') 
CALL SfitCadgaclHANUALHOST, 'pidevlce' ,on]l 



CALL Addi3adflet(KAHaALH0ST, (r3x+1581 , (r3y+52>,"diolc",'' Print to Dlak "."^d") 
CALL SetCadget(HAMJALKCP£T, 'didk'.off ) 



CALL AddGadgetlHAUUALHOST, (r3x*3i>), (r3y*liO] ."draft"." Draft "r"%d") 
CALL SetQadgetlKAmAUroST, 'draIt',o«} 



CALL AddGadgatlHA;;UALHOST,{r3x*I&01.(r3y+110}, -proof," Proof -,-\d-} 
CALL SetGadgettMASUALHOST, 'proof, on) 



CALL AddOadgat (HJOmALaoST, (e3x+195J , (r3y+110 ) , "final", " Final -, -\d- > 
CALL SecCadget(HANUALKOST, 'fit:al',o£f i 



EMD 
DO 



CALL AddGadgetlHAMUALHOST, lr3x+2fl), (r3y-Kl2S) , "black"," Slack Only ","%A") 
CALL SetGadsetlHAMOALHCET, 'black', off) 



CALL AddaadgetlHANUALHOSl-, (r3x+ia7),(r3y*125),"itblack"," 'K' Black ","\d-) 
CALL SatGadgfttlHAM-JALHOST, -kblack'.On) 



CALL AddMenutHASUALHOST, "Project") 
CALL AddItem[KAHaALHOST,"Quif ,*'!iuit''] 



CALL AddMenu[KANUALHOST,"OptionB") 

CALL AddltemlHAHUALSiOST," Help" , "help" ,, -I) 



END 
BSTtTRH 



•AC- 



Please Write to: 

Merrill Calliuuay 

c/o Amazing Computing 

P.O. Bex 2740 

Fall Riuer, MA 02722-2140 
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Letters to the Editor 



edited by Paul L. Larrivee 



A rebuff of The Bandito; a plea for more IBM and Macintosh ports to the Amiga: a deci- 
sion by hnpulse. Inc. not to include radiosity in Imagine upgrade: and a user's claim of 
easy import of WordPerfect files into Professional Page. 



The Bandito's "Arrogant Sarcasm" 
Angers Him! 

1 was most angered while reading the 
"Roomers" column in AC \. 8.8. In it. The 
Bandito unfairly attacked both the 
upcoming Fujitsu FM-Towns Marty game 
console and the Pnnosonic 3D0. The 
Bandito stated that iviarty would not be 
fully IBM compatible. So what? It's a game 
console, not a business software console. 
Want to run business software? Then buy 
an IBM machine or an IBM clone, plain and 
simple. You would have to be pretty 
moronic to buy a game console in the hopes 
that it u'ould be converted into a full- 
fledged IBM compatible, but such 
backward thinking seems standard fare for 
the likes of The Bandito. 

Then The Bandito further reveals his 
arrogant sarcasm by stating that the 3DO's 
2MB of RAM seems to keep getting smaller 
and smaller as the designers work on 
finishing the operating system. Oh? And 
how the Tlie Bandito know that the final 
\'ersion of 3IX)'s operating system v\'on't lie 
in ROM vs. RAM? Let's also not forget the 
3DO's speedy CD-ROM drive and e.\ce!lent 



compression scheme, which the Amiga's 
current AGA chip set lacks. For someone 
who doesn't have access to actual hard- 
ware, he seems to be pretty dam sure of 
that spec. He also states that CDTV II will 
have a more mature development environ- 
ment. Really? Well, if The Bandito had 
actually done some homework, he would 
have discovered that 3DO titles will be 
created using the Macintosh development 
system, a system that is certainly more 
mature and stable than the Amiga's. Don't 
think so? Well, count the number of system 
crashes you get on an Amiga vs. the 
Macintosh in a one-year period, and I'm 
pretty sure it ain't the Mac that's going to 
come out u'a\'ing the ^vhite flag. 

The Bandito is obviously jealous of 
3DO. He dislikes the fact that those who are 
pushing 3DO are doing so with enough 
smarts and financial firepower that now 
over 300 licensees have signed on. Now that 
is how you push a quality product. Instead 
of criticizing this PR success story. The 
Bandito should be happy that those who 
helped bring us the awesome Amiga finally 
ha\'e people who reall)' belie\'e in their 



product and are vs'orking hard to make it a 
big success. You can't say the same thing 
about Commodore, ivho ruined the 
Amiga's potential future as the next 
Commodore 64, or Atari, who botched up 
all their mactiines and now seem to have 
abandoned the Lynx, another great unit 
that the ex-Amigans helped bring to 
fruition. 

Oh, and one more thing. CDTV 11 will 
not ha\'e the hardware capability to 
compete head-on ^vith 3DO, nor will it ha\'e 
the licensee agreements, advertising, and 
financial backing that 3DO already 
possesses. First, although HAMS is close in 
qualltv with true 24 bit, it's still Hx^M, and 
we all know that moving HAM images puts 
tremendous strain on system resources 
Unless, of course, CDTV is to ha\'o 68030 or 
68040 in there, but then the price would be 
too high, wouldn't it? Oh well, there goes 
the concept down the toilet! Furthermore, 
3D0 has 25MHz RISC processor, true 24.bit 
color, 16-bit sound, and enough sprite 
power to put anv AG.A game to shame. 
What? Multitasking and functionality? 3DO 
has a multitasking environment, but again. 
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has a multitasking environment, but agiiin, 
if you want computer functionality, then 
get a computer! Oh, and one more thing. 
3DO will be out soon, and those who ha\'e 
seen the first batch of software are fully 
impressed. As far as CDTV II is concerned, 
the usual response 1 get is "Yeah, but that's 
a Commodore!" Oh well, 1 guess in the end 
it all comes back to you. 

Joseph Luppens 
New York, NY 10035 

We know that The Bniuiito hns the poiver to 
enrage renders, bnt his "arrogant snraisni" is 
an cfscntinl piirt of his aitraciicn. Why else 
would readers look for his ealiiinn its niiicli as 
anil oiher eoltiiiin encii month? As for your 
3D0/CDTV R comparison, we'll pass that on to 
The Banditofor his reaction. — Editor 

Software, Anyone? 

I think that the lack of appropriate 
software is one of the major obstacles to the 
proliferation of the Amiga computer. We 
Amiga users do ha\'e some good software 
but it isn't the same software that people 
use at work. We need ports of the major 
IBM-PC and Macintosh programs. 

I'm not a programmer, but I don't 
understand why an enterprising program- 
mer doesn't go to, say, WordPerfect or 
Lotus and gay, "I^et me use your source 
code, 1 will create an Amiga version of your 
program. I will arrange marketing. You will 
not expend any funds, but you will recei\e 
a percentage of every sale, even if I lose 
money." Commodore ought to seriously 
consider doing this because of the potential 
for increased hardware sales. 

As I have mentioned, I'm not a 
programmer, but ! believe that if 
WordPerfect is written in C or any othej' 
language using a compiler, then it just 
compiles from the source code using Amiga 
libraries to come up with an Amiga version. 
Doesn't the 68000 series chips have similar 
commands to the .386 and 486? They all 
add, shift, store. And since the Mac also 
uses the 6S0O0 series, wouldn't it be even 
simpler to convert Mac programs? 

Assuming PCs and Macs have 
standard routines for displaying graphics, 
storing data, and doing computations, 
cannot a program be written that would 
first analyze the programs and then 
substitute a similar routine for the Amiga? I 
understand that the Amiga and the others 
do things differently, but the results are the 
same; only the ways we get there are 
different. Don't the ACA chips simplify the 
display problems? 



I really believe making the big name 
programs available would be the greatest 
benefit to befall the Amiga now in its 
troubled times. Show someone the basic 
Amiga capabilities, tell her it can run the 
same, not just similar, programs she uses at 
work, and bingo, a sale! This wouid be 
especially helpful in Europe to prevent 
further erosion of the Amiga market share. 

Michael Duval 

Las Vegas, NV 89110 



Developers/programmers, wouldn't i/ou like to 
respond to Miciiael's proposal? Apparently, 
bridgehoards haven't solved all cross-pint form 
problems. — Editor 



Impulse Decides Against 
R a dj Q s i t y 

In the August 1993 issue oi Amazing 
Computing, 1 stated in my article, "Pseudo 
Radiosity Effects in Imagine," that Impulse, 
Inc. was planning on adding radiosity to its 
3.0 version of Imagine. Although 1 had 
received concrete confirmation from 
Impulse on this feature, radiosity is no 
longer going to make it to 3.0. Mike 
Hah'orsan, president of Impulse, informed 
me how impractical radiosity is in terms of 
computing time. 1 apologize if this caused 
any inconvenience. 

Marc Hoffman 
Julesberg, CO 80737 



No Problem Importing WordPerfect 
Files with PPage 4.0 

1 read vf ith interest the recent review 
of Professional Page 4.0. The review was less 
than complimentary, though the author did 
attempt to strike a balance. I could tell the 
article was a strain for him. 

Having used Professional Page since it 
first came out, I have been very pleased 
with the results. Not being a PngcSfreaiu 
user, 1 can't make a direct comparison 
between the two. The first time I used 
PPage was to publish a 150-page report 
with illustrations and charts right out of tlie 
box. While not effortless — I was learning as 
1 went along — the results wore far and 
away better than anything we at the firm 
had produced before. 

1 have followed and used the program 
through its upgrades and am a satisfied — 
and impressed — user. I have never had the 
problem of importing WordPerfect files as 
the author describes. Further, I am a 



frequent importer of WordPerfect IBM files, 
which, 1 have found, are a snap to import 
through the Article Editor. 

A couple of points: I do wish that the 
Article Editor could be beefed up so that I 
could dispense with WordPerfect entirely. 
The author is right when he says that the 
Article Editor should be able to run 
Professional Page just as the latter is able to 
run the Article Editor. The ProCak table 
import feature appears weak and stimted. 

On the other hand, Genies have 
greatly simplified mv life. There are public 
domain Genies that do amazing things. 

All of my architectural firm's 
marketing materials are produced with 
Professional Page. I publish a monthly 
illustrated newsletter that has and 
continues to receive rave reviews from our 
professional society. 

From my point of view. Professional 
Page is just that: profcssioital . I don't expect 
perfecHon, but I do expect continual 
improvement and on that score Gold Disk 
has delivered. 

Roy Lowey-Ball 

Architect 

San Antonio, TX 78205 



Please write to: 

Feedback Editor 

c/o Amazing Computing 

P.O. Box 2140 

Fall River, MA 02722- 

2140 

Readers whose letters are 
published will receive 
five free disks free of 
charge. 
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"AdlDE/40 Amiga 5O0 Hard Drive Kit". rc\ iew by Merrill CilLiway 
"Building an. Amiga MIDI Interface", ^uper project byfolin loviiie 
Also: AC'S annual Desktop FyblishingOven-iewlThis h^\ie 
includes a look at the Cop D1 P packages as well as a study oi 
printer?!, fant^, and clip art available for Ihc Amiga. 

* VoJ/NofjJtmel^:! 

1 lij^hlij;llts IncllulL'; 

"Frc'LVL" Framt' \'idi;o Ri'corder", iL'viev* bv Merrill C.lHrlwiiy 

"Hf Oeskjel Color SOOC". r^^view by Rich.ird Malnk.i 

"MkEAlJ",a pnifiramniiiii; projetrl hy Chuck VVardin 

Plus: Don't miss an exciting edition of our .A.Rexx feaiurC by 

Mfmll Cnlbway or 3-D animation with DPaint IV ir "The'Video 

Slot", by Frank McMahon. 

»•' Vol? N'o.7July 1992 

Hi^hlij^hls Ihcliide: 

"ModL'tn Rundown", A cinnpnjhL'nisiv e look :t\ moJcrni' fiK the 

An^i;;,! 

"G-Porfc 040", a rO\ ie^v of GVP's 04(1 accderator, by Rich Malaka 

"Stiperjam," a review of this superb music maker from The Blue 

Ribbon Soundvvorki, by John St£?mer 

"FaunDex," a lulorial using Foundiation's stacks and scripts, by Dave 

Spiller 

Plus, a look at telecommunications and the Amiga including 

htlTdwaie, iuflwarc, and services. 

*■ Vol, 7 Nn. H Aiigu&t, I'S^H 

Highlights Include: 

"Dlgl-Vicw 4.0", by Malt Drabick 

"GVP's Digital Sound Studio", review bv Malt Drabick 

"3D Ef fccli> from 2D Amiga Art", tutorial bv Shanims Mortier 

Super ARexx ColnJJJ'i fpf full/! 

VJileo Tonstsr UpDntc fajtuTed iji The Video Slot! 

And Much Morel 

V Vol7, Nu,9, St-ptember, 1992 

Highlights include: 

"['rofessiortJl Calc," revknv of Giild Disk's premier i!Cf isunting 

s(lft^vilreby Bill Frazier. 

"Trut Basic 2.0" A review of the latest relea.^u of the True BASIC 

langu.ij^u b\" Pilul Caslonguay- 

■"Developing Desktop Sa\-vy/' a special project for your fa\-orite 

DTP softivare. Using specialty papers to create brochures and 

pamphlets, by Pat Ka?:sychi. 

"The Video Slot" Thi.'i mnnth, leam about thf new features of 

tma)*eni.wter, by Frank McMalum. 

Don'l miss AC's super game coverage 1 n Diversions. 

*■ VolJ, No.lO. October 1992 

HighlighL'i Include: 

"Amiga VV.amDr," Commodore's ne^ve^f Amiga ig a fighter capable 

of bringing the best of the Amiga to the j\merican cunsumiT. 

"MiCgagageM's CelJFro," a review by Mt-rrjll Calla'ivay. 

"MuUi-cploTcd Text In DPaint Itl," A tutorial to produce dti^zling 

eftecis kviih ViHir luxt, by Ge^Tj-e Haflsjf^. 

"Game Creation ivith AMOS," crtMSe ynur own Amiji^a ganie. by 

fick Noivicki. 

*" VoiJ. Noll. November 1992 

I lighli^hts include: 

' Amiga 4000," Commodore creates ii bold nt-w dlrecHan in 

'imLg.T computing ^vith expanded graphic resolutitiris. modular 
l~PU. and mori?. 
' Progressive 040/2000/' a review by Rick Maliikn. 

Remap Migic," Learn why this tool is your befil bet for 

Uiiking M^v uf vDur palette. 

Beginning C," Chue Xiong covers some of the basic? of the C 

r Vol.7, \o-12. December 1992 
-liRhli^hts Include; 

'Polishing Basic Programs," Marianne Gilli.s shares tii,e secrets of 
j.'\!^K" programming experts. 

ILmneis," A lulorial on cri>aiin|; banner-k'n^jlh prlnkiuls, by Pat 
■^LT'/vuki. 

Structured Drawing Si. TueBASlC," pauI Castonguay bhewb hew 
I rucBABIC fiilh' supports .mv le^fl of hierarchical structure. 
Also, complete review s of Voyager 1,1, PIXOUND, VislaPro 2.0, 
and OpalVision. 



» Vol h, No l,Jimiar\1^91 

Higlvlights Include; 

"Creating a Sloryboard in Final Copy," see how lo layout your 

aiiiniatiiiii ^lorybtiard in Final Copy, by K Sbaniiii?^ Mortier. 

'■ A Look a! 24-bit Libraries," Shamms Mortier looks i\t 24-bit 

libraries, 

"Using Laser Disk Flayers with the Amiga," Rom Battle examines 

the benefits of la^^r dii^ks a< a source of videu images. He alw) show 

an ea^y way !o ^^l them up. 

Plus: A complcle revieiv of ihe new A1200 &i coverage of Conide!i: 

Fall 92 fit the FES' London. 



« Vol.S, No.2, February 1993 

Hif;hlij;hlS include: 

" T-ttending the AMOS Sort," Dave Senger looks at the AMOS sort 

function 

" Businf^as Cards," Sofl-Lngik's Dan Weiss gives an in-depth lulorial 

on lu"u- to create your own business cards. 

"AD1012," a review by Kick Manasa. 

AND! A special sneak prcviciv of Ihe One-Slop Music Shop from 

Blue Itibbun & Con^plele ifovcrage P'f the WDCA Toronto! 

*■ Vol.H,N'nJ, March 1493 

Hi^hlight^ Include: 

"Babylon 5," the Amiga changti; the way TV shows are made, by les 

Paul Roblev 

"Amiga Vision Projects/' by William Murphy 

"Art Expression," revieiv by Merrill Callaway 

PLUS: Creative business forms &CES Winl'or'ga 

*' Vol.S, No.4, April J^w3 

Highlights Include; 

"TripIcPlay Plus & SyncPro", reviews of two great music producLs 

by Rick Manasa 

"CanDo/' a review of the application development system from 

INOVAtronics, by Rob Hayes 

ALSO: Super VideoSlot for April, AReN,x, cli, and great Diversions! 

K Vol.S, .Mo.5, May 1993 

Highlights Include: 

"Directory Opus". re\ie\\' of the latest \ ersion of Directory Opus and 

a ^tart-up tutorial bv Merrill Callaway 

"Media Madness," explores the inside of Blue Ribbon Sound^vnrk's 

new Medc3 Madness, by Todor Fay & David Miller 

"SuperJAMU/'a review of the latest rcleasi' of Super] AM! by Rick 

Manasa 

"ImagcFX," review by R. Shan\ms Morlier 

ALSO; Super VideoSliot far May — The New Graphics Modes,! 

f Vol.H, No.6, June 1993 

Highlights Include: 

"AMOS Turns Professional",re\'iew of a m^jor upgrade hailed iis a 

comprehen5i\'e development system, by Jimmy Rose 

"Searching Medical Literature/' using the Amiga to lap the vast 

rcsourcf^ of nu-dicil on-line Sfn.'ices, by Dr. Michael Tobin 

ALSO: Neivsltfltei Design, ARttx Programming, Hot Diversions 

m Vol.S. No.7, Jul>^ I'-yB 

Highlights Include: 

"TypcSMITH 1.0", review nf Snft-Logik's new jonl editor, bv Merrill 

Callaway 

"OpalPaint 2.{1," revieu' of the latest version of this paint prngram fnr 

the OpalVision board, by R. Shamms Mortic: 

"Structured Drawing," baiiic features and advanced techniques, by 

Din W'eifis 

"DcluxePainf IV AGA," re\ iew of the latest paint packag*? for the 

AGA machines, by R- Shanims \li)rlier 

ALSO: Super VideoSlol, ARexx, and New Products! 

K Vol.8, Ko S, August 1993 

Highlights Include: 

"Amiga Vision Professional", review Commodore's upgraded 

authoring system, by Douglas J. X'akakihara 

"Art Deparlmeni Profesional 2.3," review of the latent release of 

Ad Pro frttm ASDC, by Merrill Callaway 

"Professional Page 4.0," llu- latesf incarnation of Pro Page, bv Rick 

Man.isa 

"Pscudo Radiosity Effects," why ray tracing is not an accurate mudel 

of true light behavior, by Mark Hoffman 

'T-RexxrrofessionaT*,ii review of the latest release of T-Rexx from 

A3DG. by Merrill Callaway 

ALSO: AC Phone Book: A dire^ti^ry of Amiga Developers! 



*■ AC'S JUai Vol. 2. N!>. 1 

Hij;hlii;lils Incliidf: 

"Build Your Own SCSI Interface" by P.iul Uarkt-r 

"CAD Application Design — Part lll"bv Forest Arnold 

"Implementing an ARexic Interface in VourC Program" by 

Da\id BLick^veU 

"The Amiga and (he M IDI Hjirdware Specification" by James 

Cook 

' — and more! 

*AC>li:CH, Vol. 2,No.2 

Highlights Include: 

"Prugrjmming the Amiga in Assembly Language Part 2", b\- 

I'or.-st Arnold 

"implementing an ARexx Interface in Vour C Program. Fnl 2", 

bv l5.i\ id BLickivell 

"Iterated functions Systems for Amiga Cumputer Graphics", 

by Lnir.i Morrisstm 

"MenuScript", creating professional looking menus easily and 

oiiiu'kly, bv David Ossomi 

And N^uch More! 

*■ AC-j. THCM Vol. 2, No. 3 

Hii-hlights Include: 

"hfighSpeed Pascal," bv Dabid Czava. 

"PCX Graphics/' by C.ir\ L. Fait. 

"Programming the Amiga's GUI in C — Pari 5" by Paul 

Cistoneiiay, 

"CAD Application Design Part 4," by Fyrt-st W, Arnold. 

And Much Morel 
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**AC'^Ti^CK,Vol.2, No. 4 

Highlights Includi'i 

"In Search of the Lost Windows," by Phil Burke 

"No .Mousing Around," liidi' thai annovinj; niOList' poink-r 

with thi> f;r*-Mt program, b\' Ji-tf' Dick^ion. 

"The Joy of Sets/' by Jim Diingur 

"Quarterback 5.0/' a re'i'iew b)- Mfrrill Callaivay. 

ir'AC's IKCH, Vol,3. No, I 

llij^hlights Inchule: 

"Comeau Computing's C++," A rt'view of this K^i^'' "'■■^'^* C 

cornpiliT by l-o^st Artuild. 

"Programming the Amiga in Assembly Language I'.irl 5/'bv 

Ui!li.in\ \i;i:- 

" Vlakf YiJUT Own 3D Vegetation/' l-iiura Mornsun shows hoiv 

to Uht' itcMlcd l;iJiction:> to tTt-ale 3D trees aisiJ pLinis. 

PLUS! The HotLinks Developer's Toolkit ON-DISK! 

■*■ AC'S TE:C[ I Vol. 3, No. 2 

I hehlights IncltidcL 

"Ole/' An arcade jtjame prof;r.iminu\i in AMOS BASIC, by 

Tliom.isJ Kshclni.m 

"Programming the Amiga in Assembly Language I'arl 6," by 

William NiL-e 

"Wrapped Up with True BASIC/' Text ^rtd Giraphira wrapping 

moduk'^ in True BASIC, b\' Dr. Koy M. X'uzzo 

"ARexx Disk Cataloger/' An AmigaDOS nianipuLilor that 

produces a lext file containing; informtition about the floppy 

disks vol! vwint cataloged, bv 'V- Darrel Westbrook 

ANDLOTS MORE ON DISK! 
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WHAT HAVT YOU BEEN' MISSING? Have you missed information on how to add ports 
to your Amiga for under $70, how to work around DeiuxePaini's lack of HAM support, how to 
deal with service bureaus, or how to put your Super 8 films on video tape, along with Amiga 
graphics? Do you know the differences among the big three DTP programs for the Amiga? Does 
the ARexx interface still puzzle you? Do you know when it's better to you use the CLI? Would 
you like to know how to go about publishing a newsletter? Do you take full advantage of your 
RAMdisk? Have you yet to install an IBM mouse to work with your bridgeboard? Do you know 
there's an alternative to high-cost word processors? Do you still struggle through your 
directories? 

Or if you're a programmer or technical t)'pe, do you understand hou' to add 512K RAM to 
your 1MB A500 for a cost of only $30? Or how to program the Amiga's GUI in C? Would you 
like the instructions for building your own variable rapid-fire joystick or a 246-grayscale SCSI 
interface for your Amiga? Do you use easy routines for performing floppy access without the aid 
of the operating system? How much do you really understand about ray tracing? 

The answers to these questions and others 

can be found in 
AMAZING COMPUTING and AG's TECH. 
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The Fred Fish Collection 



Below is a Jisting q! the latest additions to itie 
Fred Fish Collection. This expanding library 
of freely redislribufable soltware is the work 
o( Amiga pioneer and award winning soft- 
ware anthologist, Fred Fish. For a complete 
list ot all AC, AMICUS, and Fred Fish Disks, 
cataloged and cross* refers reed for your 
convenience, please consult the current 
AC'S Guide To The Commodore Amiga 
available at your local Amazing Dealer. 

F-W0FJahOlstfflai 

CopyC.OEMD A Disk Tool lOf rraSiing backup copies. 
fofmaRing, lelabell/ig. Installing, etc tfidud&s 
se^BCtivs tracks, {lOKOpV. biocitcopy. rarncopy, 
bimufpc^py, vfntwanis, and more Wn!iQn in 
assembly- VersiDn 10, bnary cuiiy. Auiiw: Ludwig 

L,yi>C-MaI A Simula, tun pr(>grB,m designed la geneiale 
sentances out d a word li&i and a sentence 
pattern cfalabasa- Germaji and English database 
ircliKled. Version 1.1. an up<Jaie 10 version I Oon 
disk number 6S0 ^ncludos. soijrce. Aulhcr 
Kadhainz Klingbeil 

Pnnthtes A freeiy ledslnbutabio print uWity lo replace 
11*9 slandatd workbpnch Pi;n;fi[ea comrrtald 
Supporcs AfBKX. appucal^on Kon. and »n;ng up 11 
print Is! wilh unlmiied number ol enirtes RisquifflL 
OS 2.04. Includes two versions. VT.Je m Engi^sfi 
and VI 4ci in Gcnnan, an update to VO 9i on dtsk 
numter6B3, Bm^ry only. Au'tion Kariheirz 
Kl.ngbs^l 

StiufllQ A small g^irna !0 play whenever yoy haven | 

Bomethingelse :odo TLJ^rt3y0lJTWon(ba^c^ inioa 
"s-'idmg-bicxA" type puzzte game. Requires OS2.04 
0' Later vpr^ioni 1 0. indudus wuict Author 
Kari^eln^ Kling£«il 

EtttLEUhPiSkafiZ 

GALor GALs {Gen^nc Array Logic) ate 

pi&grammaWo \ogic dowiccs. "GALet" is the 
software ar>d the hattfwa'e whb»cn 15 n&ci?ss,iry lo 
program your own GAl^ TJie supported GAL- 
lypes aie GALIfiVfl. GAL16V8A. GAL1 5V3B and 
eAL20Va, GA1_20VBA. GAL20V6B. The orcupJ 
diagram foi- ihe GAL (f^/ice programmer n 
available from a-* autnor Vorsio" i 4, an umJale 
tCiverStan 1 3 cmi disk number 63:3 Now irciudes 
both Engft^ ana German versions Shareware, 
includes source Author Chn&tigr^ Habenriann 

Solil A freely -d I singula bio. non-KICifidike, ssliiaiio 

card game (orifw Amiga undorWorkbencfi 2.x. 
Version 1 05. bina^oniy. shareware, Auttjor: Felix 
ft Je^e 

FrtdFlBh Di sk 863 

BB8BS Baud B^ndr Bullelm Board Sy$teni_ VJntlen 

entirely in ARem usmg the contmercal teiminat 
pnigram "BaudBantfii', Features ^Kijie ud lo 99 
r^e librane^i with silonded liier»tes, up la 99 lulCy 
threaded message cD'Hterences. number ot users, 
files, messages, etc. are only limited by Etcrago 
ispace, corttrolltid lite library and message 
conler-ence access lor users and sysops. mtorfarie 
to extTQ devicss HKq CQ-Rt3M and otbeFS, a\\ 
boBtad as ifead only, complete Eiuail with pinary 
mai and mtAiple tuwarding, user statistics 
mchjcftng messages writlfln. Ii'es uptoaded or 
OOwniOaded, tims eSC, plus muCf^ nnore tow 
includes a comp eie otflirw reader.'answer caHetS 
bbsOUlCK rami. This la version 5.9, an up3a!e lo 
version 5 7 on disk 76t Includes complelo ARo«" 
source. Author Hicfinrd Leo Siockion 

bbsQUiCK An oUrmo read/ repty/uptoad-'dow reload moduto 
for B&eaS Compfete GUI wilh support for multiple 
BBBBS sysififtis Includes compieie ARenn 
source. Author Ricfiara Lee StocJdan 

Fr wi FJBh Diak aa4 

All The Arcfiwrg Intintion Interface makes things 

easier i[ ynu are arriving or dearchrving Mes Vou 
can do It all with the d>ch o( a mouse button, 
instead of typing In n v*toi& line m the CLI. Version 
1.30, an upOale tp vitrsjon 1 3^ on disk B25 
SupfKJrls, Sfivoral nrchming (ormats irtcludm^ LHu, 
Zoo, Arc, UnArj. and UnZ'P RequLfes 
retltools library Sharawjite. bjnaiy only AuirKir: 
Pa Lit Mc^achlar 

BachUP A tre«ly dTSEnbuiable. shareware hard drive 
backup pi^iam that features a custom Inlu.-tion 
(fflflfface, Tflufti-floppy dnve suppoft. htgrn-oensi^ 
dnve support, incrementaituii (backups, on-tihe-fly 
coimpress^on using Ih library, oplronat venly, Iwq 
types ol backup k^gs. sate bac^tups and a 
restorable conligMiralion BsckljP requires 
Wertdiefich Z.x. -MB RAM and Iniibiafy Vt 
(supplied) Verswn 3 B8 is an update to V3 77 on 
0:sk number 724 containing new features, somo 
□ptim'.zatiom arxi: a lew bjg Ux^s. Binary cn3y 
Au-Jwr: Felix R. L.aske 

3udgei93 Emje's Bucige! progiam 'or rr^aintainirig 
checking, credit Esird accounts and personal 
Dud'gets Journal mput accauntir^g for each 
checking and card account Automatic d'Stntjulion 
of (ournai entries into accounl calegortes Reports 
by rTKXitti lor jQunial ana account caiegorres 



Exampit&lOunmtsinduded Vei»on 3 ClO. binary 
only. sharewarB. AuttTor Ernie Nelson 

P-Compress A compression program that pio<5uces smatter 
t\Bh faster Itian any olfier current gen era [-purpose 
cruncher, using LZH compression algoriinms Can 
handle single files, whole dr«iwers, dsks, or 
&eleClfl{l lileb Or types ol fi as within dialers and 
disks Irvciydes compression anodacompression 
object lies whicn can m inned to your o*n 
progrftma lo dUow tTtem io accesa^ ard a;:lpul Caia 
11 LZH (orrnaL Varswni 2 9. an update to versfi^n 2.5 
or; di«h 760. ProwJctes con^atbiiity witn OS 3- 
Author Chas A. Wynaharr.. LZH code iby BanheL' 
KrekBl 

PoslSpIit Update ol the Pageslream Posiscnpl file 

splltser found m The PSTods directory of disk 732. 
Also incFudes a coup'e ol le«t f-les: pgs'c^nts 1st -9 
t atirtg ol the mg&l cOfniTtcn DMF Pagcstreant font 
ID rumtMirs Uselui lor tmamg wtiat fonis were used 
in a iSocuTn#n! Adobe Isl -Listing ol the ID numbers 
rxm the 750 most commoi Atyxa (onis found oa 
he Amiga ar^d PC, Postsptit version 1.05. includes 
source Aulhofr Ian Parker 

OuickTrans All 17 lunciions oE maihlrang. library and also of 
ma t n eg eeslr^gtra^. library. Faster and about as 
accurate as Commodore's hbranes. 
M«lhlrana,iiibrBry tiig fur>ctirais ov^r twice as fast; 
k)g and npoocnl^ about a Urrws a* tut. 
Mathtrant. library is update cvf quk:ktrans on b>sk 
rumberSdS MatluAeesmgiranslibrary drww, with 
no6t speed gams comparable lo those o' 
mBtrilran& library. Log and Ian ere about 4 times as 
fasi as Commodore's. Version 1OO. binary only. 
Author Martm Combs 

S-Anhm5 Turns Anim5 animations (DPainl. V-deoscape, 
P-Animate etc.) into self-contained seSt-disptaying 
corr-pressed li'es callable f-om the Workbench or 
CLI As With S-Tejtt and S-Pc tfieso sohie all 
Oecormpfessfon arfl dtsplay probtems arw save a 
tot of space as tvea fte conp-img needed Verst>n 
1.1, rrMwqkre, binary only Author Crias A 
Wyndham 

S-Pk- Turns IFF ILBM pics irlo compielely setf- 

Gjniamod selfdrsplaying ccmprosaed tiles caliablu 
frorn the Vi/orkbench or CLI, As wilh S-Toxi [on disk 
number rtB?7). S-Pic will gn/e you space-sauing 
flies wt4ch can be i£sinbuted without having to 
boItMr about Ctisplay end decompressjon 
COmpaHbAry. Mo CCxtipilirig needed Var^^jn 1 a, 
iTBOwaro. binary only Author Ghas A Wyndham 

EttdEMUDIilLMS 

Falsa The tanguago FALSE and ii's compiloi were 

dOBigned for only two raasons, buitding a working 
compiler in just 1 k (!) anrf designing a. language ir^t 
taoks Cfypttc and Iu22y (m the APL iradnion). The 
result IS a. language that is quie powej^ul (tor it's 
sze) It's a Forlti type language wilh lambda 
abstraction and lots of oUie' goodies Version t.i, 
cnclydes source Autlxir Woutervan Oortmei^sen 

KCorronOdify Pait l ot a 2 part release o! this popular 

commodity This part conians Ihe l>inanes, docs, 
aid support titns Part 2 co-itains an LhA aichrve ol 
ihe sources and n^ay be lound on d'si< number SS6 
KCommcKjity is a multifunclioruil commodity lor OS 
2 litcludes windOw-actLvalor, Iirrie-diSplay m 
several modes and lonrtaia, alarm tunciioft, 
KeySirohe-Ciicker, imne to environment. W-n^vj! 
Screen cyciing, LsltyMouse, ESC-Key can cio^ 
Windows. Revision Conoxil Sy^fifn, telelooe bill 
cateuiator, ScreerVMouse-Blarfkar. Mapping of 
german 'Umlauts', PopUp ShaH, Apfilcon support, 
user definable HolKeys, Exploding Windcw^, 
Screen Dimmer, House accelflrriior nnd more. Fully 
controlLibto vm AReKx-Port Completely rewnlton 
UserlntOrtace artd several row furcliOhs like 
TagScreens m enharrced ii^er3ioT>. Display dump 
{which may dump lo a ri<,e. loo), lac-ilued and mtidi 
rriofo, A^aih 'some' bugfixes wete made. Version 
Z Sa. an updale to ver^son 2 00 0" diSk number 
746. ReQuiros OS 2,0 or later Wntten in assemWy 
tor speed and effic=ency. Shareware, incfudes 
source Auition Kai Iske 

Fred Pish Disk aae 

Goalkeeper Computer Soccer adminisi ration program. With 
this program you can ccealc your own mmi-League 
wiin up Id 61^ tadrts. Is fit tor llie European arvd 
the UK wvy ot oxinvig scores fstow you can really 
tina out who's the bea at Kick OtI a',"Sensiti'-e 
Soccer' Or real soccer< Version 1 0, ir^rludes 
source. Author CamieF RoLweler 

KCommodity Part 3 ot a 2 part reiOilse ot this popular 

COffliniodsly, This part cont^Ki^ an LI1A archive of 
the sources Part ] contains Iho binaries, docs, and 
suppod tiles and may bo found on dnsk number 
aa5 KCommodity is a moitifunctiorin] coftimaOity 
tor 05 SO irKJydes wmdow-nclivalof. lime-dispiay 
m setferAl modes and formats, alarm lunction, 
KeyStfc^eCl^er. icfnetoenvrrontneni, Wirvoow/ 
Screen cyctng. LeftyMotise. ESC-Key can dose 
WirwJows, ftevision Control Syslein, Iflletone bill 
calculator. ScrecrVMou^e-B^ankgi, Mc!ppir>g ot 
germon "Umlauts". Popup Shell. Applcon support, 
user H^oiinable HolKeys. Exploding Windows, 
Screen Dimmer. Mouse actwioralar nnd more. Fully 
controllable *fla ARenx-Porr Completely rewritten 
UserlnloTface and several new tunctions likiB 



TagScreens m enl^^nced versiori. Display dump 
fwtiich fray dump to a file, \oc}. local zed and 
much more. Again 'some" bugtixes were naade. 
Version 2.5a. an update tu vOfHon 2 tra on disk 
number 7iS Reauiros OS 2.0 or laiei. Wriilen m 
Assembler for speed and efficiently ShareWaie, 
includes source Author Kai Iske 

Patci"kLibrary This is the miiiai release of iha patch library 
program nrer' 9 pack itprovgeseasy-io-uw 
lurxrlfons !c siifelf rr.sTaii cusiom codii for [i&rary 
functions. Two example programs 
ShowNeededFt'es and CPUClear dexionslrate 
haw lh& libiary works SnowNaed&dFiles paiches 
dos-iibrary to print messages whenever Open() 
LoadSegO or Luck() ia called. CPUClear palchos 
graphics. h&ary.'BHCIoarO to use the CPU instead 
of the Blilter. Version 1 5S. assembly source is 
■ncludfid fot tho onampliH prnjgrams. Aultior Stefan 
Fuchs 

Pyramid A prog'am inat ceata pyramids under the 
POV raytiacer authorizing the user to set up 
parameters such as tne hetghi. the texture, ine 
number ot stages, etc., and that allows one to 
Choose the pyramid as aesrred. French and 
Englrsli versioris. with two fl!<ample pcturos. 
Version 2.0, Binary only. Author Nicolas Mougel 

TeilPort Four t^tt porting utilities: SinpCR -stnps |he 
OR charader lro<n the and-of-itne codes ol 
MSIXIS le« tiles, tor Am.gaDOS Ot t;n'ii 
C0mpatjb4lrt^ AdOCH -converts AmigaDOStoxl 
flies 10 MSDOS, but doesn'i touch EOL codes that 
are already compatible StnpHR -stnps out hard 
returns from a teal file, leaving paragraph 
lormatting intact Uselui lor wonJprocessors. 
Retcnnal -re-wraps a text file lo a dilferBnl line 
lengsti. Vetsion lO, PD, includes sou'ce Author: 
Alex Matuiich. Umcom Research Corsoration 

TrackEd A disk sector edilor w.th user (iienidly 

hexadecmalASCIl edit pos&biM^s. [>ata C6n bv 
searched on. part ol a d^ ot the wtwte disk «i lour 
dilterent w,3ys Works wrlh bD DFx: drrww OSZ.Q 
01 higher required VersJon t ,S4. iTKludas sourco 
Author: Camel Rouweler 

Fred Fish oi ak flft7 

ARTM Am;ga ?^eai Time Monitor, Displays and 

controls system activity such as tasks, windows, 
hbrades. de-i'ices, resources, ports, residents 
Inlerrupls. vectors, memory, mounts, assigns, 
kicks, fonts, mrdwarw. res.Cmds a Idle 
SystemMorvlor and display the last Aerl Vert<on 
1 ,7. an update to irersion I € on disk G52. 
Shareware, binary only Auinor: DieJmm JanlOn 
anOF. J, Mertens 

f^HEpioad A Spreadsheet program that uses its own 
Custom screen Can be Switched between hires, 
laced and PAL. NTSC Version t.71 , should work 
on any amiga wdh at feast 1MB. Binary rwly 
Aultiot: Ffank Hartog 

jACOsub Tmned scnp! player for proless^orai-quaKy 

vid&o titling Esliemoly lloiible scnpt format allows 
generation ol outlines & shadows around multiple 
tents, complete tMntrol ower position, style. 
margins, color, auto-wordrappmg, ete Time 
events may be non-aoquonlial and ovBrlapping 
DtSplays IFF graphics with the title leit. Several 
^rd-pany script foimats supported. True mulUple- 
video tiufferng lor superciean transitkma behwon 
displays. On-the-fiy shilt artd ramp time 
adjusirnents. Thoroughly tested by many users. 
Version 1 .5 shareware, binary only, irxiiudos demo 
and tonis Author: Alex h^tulich, ijnicorn 
Research Corporation 

ThrowMouSOA V^^othbench toOt that replaces ollen usod 

mouse cficKs through icon tooltypos. May bo used 
wilh WBSlartup to open arty woTlcbench drawer 
etc Version □ 70. Ir^eware. binary ony, ivith 
source available injm (he author. Author Roland 
Mairu 

MakeUnh A replacemerti Itjr the CBM IWakeLink". tuHy 
compalil>!e Features are so*t 5 hard Inks, ImkS lo 
liies & drectocios and imk ioop waniin^s. Version 
90. freeware, binary only, with source available 
Irom Ihe auinor. Author Roland Mam; 

NSult Rewrite o( AC.R IJadin's original DBufI 

double-butler routines horn an early library disk 
Ho more memory leaks rvor misuse ol WrgCopd' 
The JACOSLb vhWO litter uses NBuH NButI allows 
any number o? v«deo tulfers, not jusi Irto. A Sif>g!o 
fdefine makes it last and Intu.tion-unfiienoty (tike 
DButf) or ttiendfy (which is a hit sbwei) Another 
»define controls wtiether NBuft will or JV:II not use 
the Layers IiDrary lor transparent, aulc-matic butler 
boundary clrpping Version 2.2, PD. C source ■ 
bin.arydemo Docs in N0uff,c Authc: Ale* 
MatultCIl, Ur^corn Poaoidich Corporation 

^jBToilMasfer A liflki toot for programmers who need to 
use targe arrounts of leit m their prog'am; (IE 
adventure g,ames! 11 ^eAles an array of 
characters witn a heaoer Makes corripiliri^ 
assembly t,ime very quick and reduces space 
requirements. Requires AmigaDOS 1-2 or higher. 
Version 1 .0. binary only, sample source for 
application included Author: Tiius v Kratt 

XtOCommander Allows owners ol Ihe X10(RiCP290 
HOME CONTROL INTERFACE to program the 
128 (Fvent capable intnHjico or ser^d d«^ocl 



coiTimands Itirough 1 to r^ntrol lights, i 

etc.. Version 1 .0. birvary oniy. Author. Gregory 

MacKay 

Er^Elth OitR^es 

CFN When workmg m the Shall, allows you to 

complete llonames by just hitling irio <TAB» key 
in a manner similar lo that commonly found on 
UNIX systems. When similar fienflmes exist, 
CFN will compieie the tiie riarre up to the potfit 
they d:ffBr, men wa-f for ^■ou to add mote 
characters, after wnjch you can smply press ine 
eTA0> key again to complete a unique He name, 
VerSiOn 1 .Q, includes source. Author Andreas 
Gunlher 

MainActor A modular animation packaga containing 
modules for various animation and piaure 
lormats. Vou can ctealeyediytime/play anlmffilons 
ol any sjze. An arexx porl n mtagraled Vermion 
1 .0. binary only. Author Markus Moenig 

NewUsl The ultimate Is' Fast, small, poxwerful. and 
fully cofitiguratile. Fea:iurBS ir)c:ude irnks, 
networking. Envoy, mufs. assign adds, datatypes, 
a pager, complete output lormatting 
(dale, header, etc), various recursions, and all the 
sorts and liltsrs a pereon wiH ever need. NewliSl 
runs m iQ mator languages as well Version d, an 
update to version 6,0 on disK number 597, binary 
only. WB^,0^ required. Author Phil D«tz 

SwitchWmdow A replacement fo' the CBM 'iHelp" 

commadity II allows y;>u lo arrange the windows 
in many Oiftereni ways via hotkeys ana a power'uS 
HEXX pod Version 0.S5, lieOWfliO, binary or\ly, 
SDurgo avaiiafilo Irom Ihe author Author. Roland 
Mamz 

Fred Ffsh D isk B89 

Csh ReplacemenI for IJie Amiga shell, similar to 

UN^'X csh Main features include over 10O burit n 
commands, 70 fynclsons. riew system variatjles. 
fife name comptelion, 'reoty programmaible 
command lino editing, file classes, auto co. ia2y 
cd. intuition rr^nus tor the shell window, 
automatic RX-ing, local van,nblos. 5{ ]. statement 
blochs high speed, plus much more ThJs is 
version 5.3^ , an update lo version 5<. 19 on disk 
624 Includes source. Author: A. Kifchwiiz, U. 
Dominik k^ueller. C- Snrreo, S- Drew, M. 

DiHon 

DtskCaS DtS"iCal is a disk catak>ger The li'es can be 
organised any way you want. You c^n make and 
nam« any category y&j care to Categories and 
life* can be moved. Through menu selection, ail 
disks that am inserted are automatHcaHy searched 
and the useful information copied A 40 crvar 
common! can be entered lor each lite. The 
database can be searched and exported- Version 
1 .3. requites OS 2.04*. tenary oilly. Shareware. 
Author Kenny IMagy 

DjtConverTer Converls Dmaryi'hax'TJLONG miegflrs,' ASCII/ 
RAWKEY cooes to bina-Y'^iflx/ULOMG integer or 
ASCII Fully miuitionalaed Version I 0. binary 
only, freawato Author Kenny Nagy 

SCSIytil A CLI utility lo issue commands 10 a SCSI 

disk using a specific SCSI kJ number Commands 
include inquiry, seek. starV stop motor, read 
seclor(s). play audio CD sectors, insert, eied, 
read capacity, etc. Versmn I 815, an update to 
veision 1.0 on disk number 66'^ Freeware 
mcHriessowtM- Author: (5ary Duncan afxl Heiito 
Rath 

EssLEteh; Disk 890 

Di&WgJe A disk uiilrty with muttkJnve disk copier (either 
MS or nonDOS disks), disk lormatior. disk 
igrnsor. disk inslaller. and lloppy ■tfisk checker 
Veision 4 X <in updals tu visrs-ion -l l on disk 
number 65-1 Binary only Author Malcolm Harvey 

DropSox WorkBanch Applcon Commodity that 

examines the fiienante of the file qrt^iped m il, 
then searches a configurable database for an 
action to (>er!ortTi on it, such ^s reed, display, edt^ 
unarc etc Requires OS 2.0i'. Version 1 01, 
tun a ry only Auttior! Steve Amchlni 

FileRexH Opens an ASL-fiier«questor on the frontmost 
PubiicScroon. end pnnts Ihe selocted I1I0/ 
diredory lo StdOut. into an environmonl-vanable 
[il chooijen), or into an arexx-vanat>le (il File i^eix 
has opened a tonn-hosi). Tlie si^e of the 
it^requester will a^ijusl automatically to the aciu^ 
vtSibie SCreansiieilnotaltected from the g?,Fen 
argurr>enl5. Version 1.3, binary only. Autho;: 
Mhdhael Hohmann arwl Hartmul Goebel 

LogicShop Build and test logic circuits Evcryining is 

accessed from an rntuition interface Version 1.1, 
pir^nry unly, freeware. Auir>ar: Kenny Nagy 

OriTheBall Demo version of a desktop aid that contains: 
Calendar -View S Pnrvfadjuslablo week. rronUl. 
and yearly scheduies. Search lorMirafi 
backward through appcjintmenti. Q lopeat modes, 
lemirvfloi wrth snooze Addressbook -Maikrig 
laDets autodiaier Search & sod by any field. 
Atiaicn notes To-Do Lisl -Sorts by oplior^l due 
dales Soarch;Pnnl. NctePad -FuH-leatured teW 
editor, have as many notes open al one linve as 
you tiko, Attn.lch rotes lo sn'^ entry in any 
application Multi-lingual, woiks on all Amigas. 
Profeionces ARenx. Imports Wdg{cl Mos Create 
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petsoriaiizedTags" Much more.. VI 10, binary 
only Auihor: Jason Freund. Pure Logic 
Software 

SftChr Allows uwrs cl A5DG s CygnugEd 

Prolessional (o select A characifif via po<ni-rt- 
chdt raihec ihan fiavmg ro rememtwr (or lookup) 
thaasaikeycocJa loril Usoful lor onlarrr>g 
inWmaiional. &p«o(tl. m infj-cqoonHy gjo^ 
Charaders Vefsis^n 1 0, includoit Kourco tn C 
Requites AmrgaDos 2.0 AuVkv: N\aa\ 
Fiskeljoen 

Fred Fish DiBfc 691 

^5<E^v A rgijjesiDi' CQnStoXttjn tt»i tw use WtPl 

DOS-scfip^s AflEXX and any cWAr langua^ 
that can 5',an an «Kiefna1 program. System and 
Ite requesTers rrtay be cai-ed by command Iifhj 
3igs. and conl^ Uif^s 3llcw conslruction ol 
ootnpiex i^uasters conuming almost any type 
o( gadtoois gadgnts EKtftndKl gAdg«t typn can 
can file r«quesli}rB and slarl proffilifnt. R«bil1A 
aiQ sToced m env ranrnflflt venalMes. H>B()uiFes 
OS 2-(W, Varson 3,5. binary only. Author: Sengt 
Gigar 

CAskSahiS A d^k repajr, salva9e, arnj undflleto utility 
for all Etarrdard dsk deviCes and liie sysien 
types. Has a fvi' mtuiSJon in'or^ace and runs Irom 
Workbench or Shell II can (ix most problems in- 
pla». una can rcvotso a paripnl' or QUICK 
formal II can copy out Itom distie Iha! can'i b? 
fixed duo Id physical darcingo, wilh a dostlnalion 
QOing 10 any AmlgaDOS dliik dovtco or pif» (eg, 
TAPE:). In English, locaio catalogs included tor 
Danish, French, German, llalian. Narwfi^ian, 
Finni^li, and S'Aedl&h, shoa mDniiais in English 
ai>d Swedish. Exlensive update to DiskSaV/ 1 ,42 
on dish 251. Requires AmigaOS 2.CM or laier. 
Uncrlppled Shareware, binary only, Vii 27, 
Author Dave Ka/nte 

HOCtiCh A HafOd(tk-M«nu and V/orkbonch-Tool 
Easily slart programs, batchfiics or ARenx- 
scripts sjmply by didUng on d BOd^t Oporti iu 
own screen or onl^ a small: witkIow on Vis 
WOfWienich, IncJudM an AppW(nd5«i(/Applcoo to 
vnw p4ciurB3. leien v> samples, pfmi itxia of 
evim ctecmnch a-chives by just dragging a"i Icon 
on the App^^ied Gadgets can have ineir own 
lonts and colors. Unlimited nufflMf Of £ub- 
fnenus. Easily ccnftgurafe, wth Onlfoe-HBlp 
Requires OS 2 Ol Ver^m 2 53. an up^le to 
V2.0 on d;s)i 605 Binary only, Shareware 
Autnar Claudo hWet 

ROMTBgMQm Adds rcn-auloconfig moinory as earty 
aspossiOla lo ihei m«mory iist In situaiioni 
wtiera you have only Chip memory and 
rUnautoconfrg mamO<V. yOut System wi!l rui 
faster and have more CKIP nuemory avaii^He iJ 
as rriany system structures es p&^&Ple are net 
in CHIP meimoiy Binary only Aulhor: John 
Matthews 

Shew SkehQlon Wrter is a tool for goncrating C 

code for various intuiiion based applications 
Vou click tho mojsB and Ihc coOo Qots wiiJlcn, 
Slm-lar to Po^erSoutco ari>d GadToo'sBox. bui 
with slighlty d'ffotonl luncli&nalily, Vprelon 1.28, 
an update to version 1.2 on disk 746, Includes 
source. Author: PioTrOtsmmskl 

DviHp A printer driver For HP LaserJet (iradomarh 

crt the Hewlett Packard Company) and 
DompaliP^ printers. It trfin^iate^ OVi lileS, 
usually generate-^ by TeX. to a code untfer&lood 
by HP-U [PCL prmlor control Innguago), DviHp 
Supports download'og lonis, wtiich gives you 
exlremely fast output l| allows you lo irtclvdo 
IFF ILBM fifes inla your Oocumonls Vflra>on T.O. 
bir^aty only Auinof Ales P«cnd( 

GemioilOX Alf-new printer drrver to? Star Gemtni-lOX 
and t5X pr.nlers Features 'graphics rescJLlionS 
[wice as high as i^e Comnyxiofe provided 
"EpsonXOkT d^^'e^ Verson 35 t, binary onty. 
Aulhoir MKhael BPhnisch 

IncSern A C source «)iJo lormanorindflnter 

EspeoaTly useful lor chtamng up mcons;sle<nliy 
indenied code Vetsron t B. on update lo vefs>an 
17 on diSkMtinciwJes source Airthor 
Vanous, Am^qa pon by CarKian Ste^ 

l.DOk A poAfirful program tor creating and 

5t>cniraig disk magazines Supports IFF pictures. 
IFP bn^hes. AHS\. fonts, PoweiPackor. at\0 
rrvany more feaiiires. PrDgrammed rn asssTibly 
language la be smg]! end fast Gem^an 
language only Version t S, an update lo v&rsion 
1.5 on d'SJ4 816, Sharovforfl. binary orily Author, 
Andre Vogot 

^*ouseA^deDE^^O DEWO version ol a 'Mouso' utrlily 
which has nil tho standard tunctions: MiousQ 
Acceleratiion witti tiKesbhotd wmdow and 
screen manipulation by muuisa ^ind Koybottrd, 
nrotisc und scroon blanking, SUN (ttulo- 
aotiuation) rnouse. user dellnable "hot ^oy' 
command, Keyboard 'Slnng" macros, etc But 
also has functions oihor "Mouso" pfograms oo 
NOT. such as: SJiesiCyding. Key Clicking. 
KeyClOsnc], Multi-Icon -Selecl with Mouse. 
MIddlQ Mouse Bijltor^ Windowing, EZ-Dato 
generation, Mouse Pod switching. Wwhbmch to 
Iho front lunclion, EjDraggirig, Free^jng MovtO 
& Kayboafd of al input, etc Now loaturea an 
easy lo use Pop-Up S.xji styso intuilion tnierface 
and the ability lo function correctly in atl the new 
screen modes' Wntion m assembly for etticiency 
ifi sije and CPU usage Verscn v9,S9a. an 
update to version v7.12a ondfsh 7S6. Binary 
only, Author' TTicmas J, Czamecki 

TeXPn A Iront-end far CVI pnnter (Jrrvers with a 

(nico7}GUI It 13 h^ty canlvgiirabio and an be 
used with various DVI pnnter drivers. 
Contv^u ration fi-es tor Geqrg Hes$mann'a 



DVIPnnI (PasTcXl. DVIUP (AmigaTeX) and 
DVILJ2P (Gusta! Neumann^ are included. 
TeXPrr has an AR€)« fwrt aro interprqts 16 
AH&xx comnnarids TeXPrt runs on an 
AppWtTtdow and supponsan (optional) Applcor 
lO' selectiing DVI hta?. Needs at least Kickstart 
2.34 This ts Version 2,0, rreewa/o. includes 
source m C Autnor nic^rd A. Bodi 

Fr«ttFlsh[>itk$$3 

Am-gaWcnd A database program that ooniairts 

in'ormaiion about every coijniry on Earth It 
enaUes you to have a ktok ^t the data otone 
country, or to compare several ones Amor>g 
otf^ertfioi^s it displays ioc3tQr\. capital, area, 
population, larkguages, currerwry and lt>e ftag of 
each country. ArOigaWoild s very easy lo 
har^Ie. and you can u-se il wrth your lavourrl? 
foi^t, scroflfl mode and cotors Vou can also 
cinooso l:>etween Engtsh, German. Swedish and 
Dutch Output, li wotKs ori ever>' Amiga thai has 
one MByie of merriory end Ktciislart i 2 or later 
Freeware versran 2.0. an update to verswo ^,1 
on Disk number B51 . New features include flag 
display and inlormatton about religions and 
in:eniational organnations. ModulB-2 source is 
available from the author. Author Wolfgang Lug 

BaoLlnks A utility which lesis the imks m newly wnften 
amngaguide documents. Rather than manually 
clicking on evsc^ button m your amigagwde 
documani lo ensure each will Imh up w^th a valid 
node, j,u5t run BadUnKs, WiH work on 
documents which relerance nodes in other 
Bmigaguida documents too. Version i.T7. binary 
only. Author Roger E, Nedel 

Clouds A program wh:ch creates random doud 

scenery. You may save the pictures as [FF-liies 
ar-d use them as backgrourd lor your 
wOTlibsncii, Uses new AGA-featu'es 
Ooeratkonai on all AMIGAS wtjti all Workbench- 
Vecs'on&, but needs at least 2.1 to gam access 
to all features Vefsion2 9. an update to version 
2 on disk number 805 pLijiic domain. rr>dudes 
complete source m KICK-PASCAL, AuMwe 
Daniel Amos 

AntRasEsm S«n",e teuls, pictuies and prog-ams dealn^9 
wLT the pjMiem of vkjtence a rasosm. Sources 

irciuided. VersiOTi l .0 Aulhnr. Danfel Amor and 
oltiers 

CDTV-Player A utility lor afl it^ose peoc'e. wfro d i ke 
to play Am(1o-CP'5, whae muiblasliLing on 
workMiKh. IT'S anwmiaiian oT CDTVs remote 
oortrol, but is a VCUftinwB sophisticated Access 
to itw ardtova even witi^oul a CD-ROM-Dnwa 
{ke. AMIGA 5004000). although you cant play a 
CD PROGRAM & KARAOKF [live Dn-scr«en| 
inckjded. R&cogni;e3 CDs auiomaiioalty. 
AREXX-Poft for usage ir^ oT^er progfanss 
Verston 2.05. an gpiiate lo version 2.D on d-sk 
B6a, Docs ir\ Eng'iSh, Fran^ais A Oeutsch 
Supports CDTV-Dnwas & XeTeC-Dni-es FiSH- 
WARE, binary onfy. Auttior. Daniel Amor 

GreekFonI This Is a scaiaWe vector font Us the tjreek 
equivalent ol |he Times Roman font, it includes 
it^e Gr&ek typewnter seimap and is awailabla as 
ADOBE TVPE 1. PAGESTREAM FONT {dmf- 
lile), PROPAGE FONT & INTELLlFONT. This 
Font is shareware. Designed with FontDesgner. 
AiittYot: Daniel Amor 

l-azy&ench LaiyBertcfi is a utility for lazy people witha 
hard (fish cramrned tuti of goodies whicrt are 
d^hcul to read) because Ihey are buried away 
m drawers msde drawers irfside drawers msKle 
drawers. Supports lods ard projects and both 

(^ 13 and OS Z.xx versions are sujp^lied with 
this DisUiCuiion. La^yBencn lor ^^e OS I 3 
opens a little window on the Workbench screen 
and deftvers a iully conJigurable menu whch 
bfings up to 30 apfHicadons at your rirvgenips. 
LazyEtefx^iorUieOS^jaaddsanitem ur»der 
ttw Workbench TociS' menu, installs itseit as a 
Convro<fity and waits m the backgiound. Use its 
hat k«y comtMnalion to pop up i!s wirxlow arxl 
then selecr an apo3>cat>on to be launched 
Ver5«rjs1 01 (OS I 3} and I 10 (OS 2 nx). an 
update to tl-ie versions on d sk nuniber B60 
Snary ofiiy. Author: Werther "Mircko" Pirani 

Resjze A loni'sensitNB utarty to change the 

dci>Gns4ons of the ^wd windaw, Oflers two 
opi'Ons: Repoaing the cun^nt dimensions of ihe 
stieii window and settir^ new ones. Includes 
source. Author: Bernd Raschhe 

F fedFlBhOlfthflSS 

FMsynth A program to create sounds with FH 

synlhosis. II has six opflrncots. a loaltimo LFO 
and a treo editable aigonthm. The sound can bo 
ptiiy&O on the Amiga keylKjarfl and saved In 
IFFeSVX lormat. Version It. gittwaro, includes 
source in ODeron-2, Aulhor Christian Sljens 

MakeDMake An automatied DMahe file generator You 
gn/o ii Iho names of ail the C-fifes used to 
produce your executable (eKcepI #:ncluded c or 
.h tilas), and it will automatically ^can ihem lo 
firaa al! dependencies, and produce a ready to 
use (in marty cases) DMakePiJo calling DCC 
wf th Options you will need lor normal compilation 
and linking Version 22, an update to veraJon; 
0-t 9 o<i disk g to Includes source Author- Pictr 
Oominskj. from onginal code tjy Tim McGrath 

MuchMore Anolher program Irke 'more', less', "pg". 
etc This one <jses its 0*n screen to show Ifw 
texl using a stOw scrolJ, Indjdes tniittHd lieJp, 
commands to search tor te*i and commands to 
pnnt the lejrt. Supports 4 crior text in txild itaT^c. 
ufideffjoed, or inverse fonts Can !oad xpk- 
crunc^Jed files, has a display mode requestDf 
and IS now localized Igerman catalog incti^ded) 
Version 3.3. an update to version 3,0 on disk 



number 560 Includes source m Obefon £. 
Author Fridt.Df Sieberi, Oinstian Stiens 
StAid2 Demo ol the multi- purpose educational 

UTILITY callad -Student Aid ][', This u^iUty 
a'iows you to create, load, edit. practhi» and 
prmi TRUBFALSE, MULTIPLE CHOICE and 
FILL IN THE BLANK losl» or quuies en any 
Bubfvci you dD»ira It wilt aiso save grades to 
monJto* process Th.s demo contains some 
samplB testa on vsekXiS sut^ects, HfO rtas 5Si 
features eftaaied except lor SAVE TEST Worths 
on WHl 3to3 x.NTSCA PAJ. (May rot work 
with FasiROy; Ver 0.8. binary only, CEMO is 
freety aistnbutab^ Au;nor: Hick Rcjas 

AnsiView A utilly to view IBM ar^si f»cs on tne 
AMIGA Suppofts the 1G color IBM Ansii 
standard MIy, WediS en any AMIGA njnmng 
afty version el AmiQaOoiS, Vera^on 1.0, binary 
only wrth wurce avaUaWe from ihe author. 
Authdr Marcut Tnsdale 

DA "Digital Aesineiics" A program that provides 

you wiih a sootnmg aijd,o environmen; in which 
10 work, sinaiiar 10 the cd's/tapes available of 
rainstorrna. ocean surfs, nvers, etc. The soiir>ds 
ate contained m modules called "EMods", shod 
for EnviionrrenI MODules With DA, you can 
control variojs aspects of these EMods, and link 
EMods together >n a list to be played in 
sequence. Two short EMods are provided, with 
more available when you purchase the 
foalsierod vorsion, Versjon ?.5. 0S2.x required, 
bmoryonly Author: Greg CrovB 

Rift A little it^ reader written iri moduia 2. 

fi^2amiga. Version 1.1. includes 5ourr:e. Author: 
Marcel Timmarmans 

SamPull A utility 'Anich will allow you to mampkilate 
and save Ihe samples of a music rriodjle, [just 
Noiao/Souna'Protracker MOD fcnnat to( now), 
to disk m a quick and user-tnenOiy grssJiic 
enmronment As an added bonus, SamPull 
features sub-ptograms which wiH scan for UODs 
in memory or ofi any lormat o( d^sk Version 20. 
0S2 X requited, binary only. Author Greg GrOv© 

ScnptToot A smait Woikb«nch-utilny wnch lets you to 
run Hjmmoniy used commands and scrpls from 
WofSfOench's Tools-merru. Version 1 .C2 arrd 
nee<ds DOS2.0 (V36). Freewafe, mc'iides 
source Autror Jan Hagqvist 

V^eStan WflStan IS a package to emulate the 
V</orkBench s:a(tup procedure, by loaomg a 
progtam, cf*a1ing a process lor it, and then 
sending it a WB Startup message Incbdes a 
handler process which does tne starling ol lh# 
processes tor you and Ihen wals lor the Etartup 
reply massages. Verskyi 1,3. an updaie to 
version t,2 on diSk number 757. Includes 
source. Author; Stefan Becker 

£[Cli£BtLC<i3k.atI 

DNat A link protocol Itiat provides essentially an 

ur^>im<ted nuitbet ol reliable connections 
between processes on two machines, where 
each end ol the link Can bo either an Amiga or a 
UniK (BSD4 3) fnectiine. Works on the Amiga 
with any EXEC device that looks like lie 
s*riat,device Works on UNIX with ity and socket 
devices. Achieves better than 95% average 
throughput en liJe transfers. This is veision 2.32, 
an update to version 2.iO on disk nufrber 294. 
Includes sources lor both the Amiga and Unix 
versions Author Matt Dillon and others 

EPP E Pfepfocessor. Simple, easy-to-use rnacro 

preprocessor intended tor use with Wouler van 
Oonmer&ser's E Language com^nler Allows E 
programmer's to 'include' {similar to C| E 
source code modules, thus adding modu^rify to 
Vi« E language Should work on any OS 
version Upcate to Vi.Q, improved speed: txig 
liiujs: new OPT TURBO directive tor tumsng on 
Turtw mode for single modules: CtrtC made 
retuabie Version ^ t , includes source. Author. 
Barry Wills 

Pn£c Have ycu ever noticed that titers s a PrtSc- 

key ofl itve numeric keypad? t! you press n ^tJuJi 
Imd ItiflS nothing happer-s, but here's ne 

soiuiion So il you've 'Sver wanted lo riave a 
working prtSc-key. try Ihi* Requires OS2,0 
(V35> Version 1 09. freeware, includes source 
m assembler Author Jan Hagqvist 
VerCfiech A little script utilrty espeoally lor Z04 users 
with 1 .3 Rom shaier/KickDish- Thts helps you to 
boot under the right system when using an 
alien Kicksian, Version 2 00. now incljdes CPU/ 
FPU chocking itM, Free'rtare, includes source in 
flssembler Aulhor- Jan Hagqvist 

AniMan The linal versKjn [5 2] ol AniMan, the voice 

lecogninon program thai adows you lo converse 
wjlh an animatQd talking head to executs any 
AHekx or CLI corrmano, AmMan appears as a 
full color animation m a mrniaiiire wincow on the 
3.0 Worttberch screen AmMan la fully 
multiiashing and runs m iJia foreground or 
background, listening for your voice commands 
9vw\ while other programs may be running 
Mar^ improvOinents requested by users are 
now included. Menu operaiions have ceen 
Improved Documentation ispiovid&O n 
AmigaGuKle lormat Audio digitizer support has 
been expanded to include Pertect Sot-nti 3. 
Sound i^agic {Sound Master), DSS 8, and 
Gerwrc digitizers. AniMan 5.2 requirBS 
AmigaDOS 30, An i^xlate to version S.0oo 
Disk f84l einary only Author Richard Home 

NarTesI A little loot Ih^I lets you to ptay with the new 
leaiutes ol V37 naTFaio<( .device. Also Meal lor 
designing \h« speech lai your own programs. 



Version vol, needs POSZO^ (V3T). Freeware, 
includes source in assembler. Author Jan 
Hagqvist 

Sc.i-Fi_DemoA demo ol Sci-Fi Type I4 3d fonts Iw 
Imagine and othicr rendering programs 
Includes: Utira (a tuO sample tonls}, A shod doc 
tiifl wiin bfdfefing Into, atxl an ilf (hr ros 16 color] 
■mage depiclmg the rest ot the set Author Ooug 
Brooks 

VCLI The tmal version (7 0] of Vofca C^ommand 

U>e Interface (VCLI] w^iCh wiS execute CU 
commands, ARexx commands, or ARans 
Seripto tjy voice command. VCU a*jws you » 
teaidt rnuUpla appbcabons or convot any 
piTigram with an ARem ca^Hbdrty entirely ty 
spoken voce command- Many fcrnprcwftmarMi 
redu«¥tQi$by usaft are ruw nckjded. VCLT now 
hat Its own Af^ui port bo thai It* tniemsi 
Optroos and furvcbcms r:an be controtted Ay 
ARexx commarxi Menu operations haw been 
improved, Oocunientaton is provided in 
AmigaGuide format ALd^Odlfl'l^^er support has 
bean expartded to include Perfect Sound 3, 
Sound Mage (Sound Vaster), DSS S and 
Genenc digiMers This is the fastest version of 
VCLI yet, and it runs well under either 
AmigaDOS 2,0 or 3 An update to version 5 2 
on disk number B07 Bi-iary only. Author 
Richard Home 

ARoach Basod on X'oach lor x-w<ndows. displayi 
disgusting cockroachefi on ybur screen. These 
creepy crowlioa scamper around until they find a 
wmdow to hide undijr. Wnenover you move or 
resize e window, the exposed Dflhopleras again 
scamper for cover. Version 1 0. requires at least 
AmigaHOS Release 2, includes source, Aulhor: 
Stefan WmterStem 

GoodOoubte Some sampte source' usng a couple of 

furKtions that maho lor MUCH EASIER handling 
ol double d'Ci<s wiin ALL tjuitons Wofhs 
perfectly' (at least with DICE , ) Version 0.3 
Author Pioir OOminsVl 

Sman=>iay A quite small, and realfy last multiformat 
mocMepOyer for052 0* Supports most 
irrodu^efonYLais an:iuna. and wfl pJay alt modules 
virtlh the _n9ht_ reptayroutnes The CPU usage 
of ttm (^yef IS also really low, so jI wilt run fine 
e^ren on a TMHl Amkgi, »fiiie *>ng some 
hqhspeod sena! transfers 100** coded m 
assipmblflr VersKvt 3,1, binary only Autnor: 
Peter H|ett 

Targis A lasl-paced action ganw It oilers 300 pr^ 

defined levels and Iho ability to design your crwn 
leves and cnaraciers Bnary only Author; 
Davjd Asn;ey 

Colun-ns A GUI-based ^paper-saving" utility. Allows 
you to pnnt tCKl in columns and use vanous 
compression modes lua lo 160 characters per 
line and t&O imes per standard QtN A4 page]. 
5,6 limes more chaiacters tnan in usual^ modes, 
bul Elill readable. Written completely m 
assembly, Kicksian 2 o and 3.0 compatiDio, 
Kicksiart 2.0 look. KoytJOflfd controls and 
saveable settings. Version 2 5. binary only. 
Aulhor: Martin flares, Tomas Zikmufid 

Popper Replaces Intuition menus with popup 

mi^us which appear under Ihe mouse pointer 
instead ol in Ihe top at the screen. You car also 
'np' menus Irom tho monij-bar and keep them 
on tfie screen as a window all Ihe lima [or close 
ihem wilh the close gailgei. ol course) Version 
1.1. binary only Aultior Picrro Dak BmHargeon 

F^obouklDf Playfibie demo oi a game baSiBd on 

BoulderDash. Uses 32 cotour Qrapt'iCS. sensos 
and adapts to PAL andNTSC. Over 5O0 
different obfects irr me regolWBd version, (Abmt 
40 in Ihe c«emo vers>on|. R«quire3 ai least one 
megabyte (A memory. Bnajy only. Auttx>r 
Svante Berglund. Pair* Gr^-Janssan 

Touch Amiga versicn of tho Unt utility wth tho 

sari>e nante Touch i^anges the date and time 
stamp ol all spocf^ed files to the current dale 
and Icme Workbench 2 witdcards am 
supponed Requires 092.0. includes source. 
Author Dave Schreib*' 



To Be Continued .. 



In Concluslqg 

To ihebe si of Our knowledge, the materials m this literary are 
freely dislnpulable. This means Ihey were either publicly 
posted and placed in the public domain by ihelr authors, or 
they htivo roslriclions publishec m their files lo which we 
have adhered. II you boconiD awaro ol ar>y v1CtallOr^ol the 
authors wishes, pleasf? contact us by mail, 
JMPORTANTNOTlCei 
This list is compiled and published as a service to the 
Commodore Amigacommunltylor informational purposes 
wily. Its use is restricted 10 non-commercia' groups onlyl 
Any duplication lor commercial purposes ss sirictly forbid- 
den As a part ol Amazing Computing'"', this list is 
inherently Copyrig+iled Any inFnhgoment On Ihis prophe- 
tary copyright wiinoui oxpi'essed written permission ol the 
publishers will incur Iho lull force of legal actions. 

Any non-commercifil Amiga user group wishnig to dupb- 
cate :his Fist should contact 

PiM PubEcalions. Inc. 

P.0,9ox B69 

Fall Rirtr, MA 02722 

AC A extremely interested m hftlpmg any Am>ga user 
groups in non-commeroal support lor the Amiga 
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A careful balance of work & play with the Amiga. 



bi/ Jeff Gamble 



Media Image Productions, a New Bedford, 
Massachusctts-bnsed company, has incorporated tlic 
Amiga into their world of video and television 
production. AC recently visited with the Media Image 
Productions crow at a festiva! in New Bedford. They 
were hosting a laser karaoke concession called "Me 
TV" that featured Amiga-based video effects. 

Using an Amiga 20t)0 and a Video Toaster, 
patrons were keyed into a video as they snng their 
choices of songs. The set-up was simple: a Pioneer 
Laser Karaoke deck; six Emerson consumer 4-head 
VCRs for multiple copies of the tapes; a TBC; and an 
Amiga with the Toaster and Chroma Key. Participants 
watched a sub-titled \'ideo and sang along as they 
were filmed and instantly chroma-keyed into the 
video. The concession drew a large crowd and sparked 
a lot of interest about "the computer under there," 

Laser karaoke is not the only thing Media Image 
Productions does. They offer a full range of video 
production ser\'ices. Television commercials and 
corporate training tapes are just a couple of the 
specialized services they provide. Like most video 
productions houses, they do not limit themselves to 
the use of only one platform. They do use a high-end 
workstation for a great deal of their work. However, 
Dave Fortin, Media Imago's owner, says that the 
Amiga is quite capable of doing everything the 
workstation can and then some. 

The Amiga's main role here is for graphics and 
logos. Media Image Productions has been using an 
Amiga and Video Toaster since 199\. They use 
Lightwave 3-D and ToaiterPainl for much of their 
computer-generated graphics and animations. They 
appreciate tiie Amiga's speed, ease of use, and quality. 
Mr. Fortin says he would like to use the Amiga more 
and is attempting to push "Me TV" as an additional 
service of Media Image Productions. Their Amiga and 
Toaster are used for most of their on-location work, 
Apparenth' it is easier to cart around than the 
workstation. Mr, Fortin says he brings the Amiga with him when he 
has to go out of state or e\'en out of the country to produce a video. 

It is reassuring to see companies such as Media Image 
Productions using the Amiga in their work. Here is another instance 
showing the Amiga as a truly professional machine competing ivith 
the other big names in the marketplace. 

•AC- 




Top: Media Image 

Production's Mike St. 

Pierre and Alyssa 

Fortin demonstrate 

the art of making a 

video. 

Above: New Bedford 

residents Marsha 

Hebert and Tannmy 

Bariteau star in their 

own video, as they 

sing "It's My Party". 
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Expiration Date Signature _ 
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Please circle lo indicate ttiis is a New Subscription or a Renewal 



V/SA. 



1 year of AC 



1-year SuperSub 



1 year of AG's TECH 



12 big issues of 
Amazing Computing! 



AC + AC'S GUIDE 
= 14 issues total! 



4 big issues! Tlie*! Tech Resource 



US S27.00 
Canada/IVlexico S34.00 
Foreign Surface $44.00 



US S37.00 
Canada/Mexico S54.00 
Foreign Surface S64.00 



USS43.95 _ 
Canada/Mexico S47.95 C 
Foreign Surface S51.95 L 



Please call lor all other Ganada/Menico/loreign surface & Air Mail rates. 
Check or money order payments must be in US funds drawn on a US bank: subjecl lo applicable sales Ian. 
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1 year of AC 


12 big issues of Amazing Computing! 
Save over 49% off the cover price! 


US S27,00 LH 
Canada/IVIexico S34.00 1 J 
Foreign Surface S44.00 | | 


1-year SuperSub 


AC + AC'S GUIDE - 14 issues total! 
Save more than S31 off the cover prices! 
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4 big issues of the Amiga's Original 
Disl<-based technical magazine! 
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Canada/IVIexico $47.95 1 1 
Foreign Surface S51 .95 _ 1 
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Ctieck or money order payments must be In US funds drawn on a US bank; subject to applicable sales tax. 
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12 big issues of Amazing Computing! 
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1-year SuperSub 


AC + AC'S GUIDE - 14 issues total! 
Save more than S31 off the cover prices! 
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special Offer for AC Readers! 

AMOS (US), AMOS Compiler, and AMOS 3D 

all ihivr lor only $99.99^^ 

Bring your Amiga to L'lfel 



AMOS - The Creator is like nothing you've ever seen before on the Amiga. If you want to tiarness 
ttie hidden power of your Amiga, then AMOS is for you! 

AMOS Basic is a sophisticated development language with more than 500 different commands to 
produce the results you want with the minimum of effort. This special version of AMOS has been 
created to perfectly meet the needs of American Amiga owners. It includes clearer and brighter 
graphics than ever before, and a specially adapted screen size (NTSC). 



"Whether you are a budding Amiga programmer who wants to create fancy graphics without weeks 
of typing, or a seasoned veteran who wants to build a graphic user interface with the minimum of 
fuss and link with C routines. Af^^OS is ideal for you." Amazing Computing. June 1992 

^ Define and animate hardware and software sprites (bobs) with lightning speed. 

^ Display up to eight screens on your TV at once - each with Its own color palette 
and resolution {including HAM, interlace, half-brite and dual piayfield modes). 

^ Scroll a screen with ease. Create multi-level parallax scrolling by overlapping 
different screens - perfect for scrolling shoot-em-ups. 

^ Use the unique AMOS Animation Language to create complex animation 
sequences for sprites, bobs or screens which work on interrupt. 

^ Play Soundtracker. Sonix or GMC (Games Music Creator) tunes or IFF samples 
on interrupt to bring your programs vividly to life. 

^ Use commands like RAINBOW and COPPER MOVE to create fabulous color 
bars like the very best demos. 

^ Transfer STOS programs to your Amiga and quickly get them working like the 
original. 

^ Use AMOS on any Amiga from an A500 with a single drive to the very latest 
model with hard disk. 

WHAT Yor get: 

AMOS (US)— AMOS BASIC, sprite editor. Magic Forest and Amosteroids arcade games. Castle AMOS 

graphical adventure. Number Leap educational game, 400-page manual with more than 80 example 

programs on disk, sample tunes, sprite files, and registration card. 

AMOS Compiler— AMOS Compiler. AMOS language updater. AMOS Assembler, eight demonstration 

programs whicfi show off the power of the compiler, and a comprehensive, easy-to-use manual to 

develop lightning fast software. 

AMOS 3D— Object Modeler, 30 new AMOS commands, and more. AMOS 3D allows you to create 3D 

animations as fast as 1 6 to 25 frames per second. You can display up to 20 objects at once, mix 3D with 

other AMOS features such as sprites, bobs, plus backgrounds, and more. 

Ijiniti'd Tiint' Offer for AC, retulers only! 

Get all three AMOS packages at one great price. Order today by sending your name, address 
(physical address please— all orders will be shipped by UPS), and $99.99 ('plus $10.00 for Shipping 
and handling) to: AMOS Special. PiM Publications, Inc., P.O, Box 2140, Fall River. MA 02722-2140 or 
use your VISA, MasterCard, or Discover and fax 1 -508-675-6002 or call toll tree in the US or Canada; 




Use ihi; sophistic^iftHi ttiilor to dt^sijiii your creations 
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Create serious software tike OataRex 
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PrijiiliCy tduCiJtJonal (jfoiiT.iins vi%lh east? 




Play Ma^jr Forest iiiuf bt'e jiibt what AMOS can do! 




Desij'ii sjiiitts iisiiij: tUv jiowerfui S(iritf Eititor 



1-800-345-3360 



KirOPRESS 



>—w 



Please allow 4 to 6 wee<s for delivery. 

AMOS written by Francois Uonet, 

^ 1992 Mandarin Jawx 

Counlry ol Orjgjn: UK 




Cri^ate breathtaking tiraijliical effects as never before 



Professional Paint & Animation 






Circle 108 on Reader Service card. 
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